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INTRODUCING ECCO THE DOLPHIN ON SEGA CD. 



DIVE INTO CD GRAPHICS AND QSOUND AUDIO. 


No game’s ever gonna take you deeper! Incredibly 
detailed CD graphics, chillin’ digital music and 
spatial QSound audio processing plunge you into 
this dolphin’s lonely quest. 

Ecco’s world is mysterious and beautiful and 
completely unlike any game you’ve ever played. 


You swim, you jump, you even breathe like a 
dolphin, and the experience is profound. 

Bonus video segments reveal how real-life 
dolphins live. Play the game, solve the mystery, 
learn the secrets. You’ll never forget how it feels 
to be Ecco the Dolphin. g EGA G D 


WELCOME TO THE NEXT LEVEL 


I Sega, Genesis. Sega CD, Welcome to the Next Level, and Ecco the Dolphin are trademarks of SEGA. QSound is a trademark of Archer Communications. Inc. Manufactured under 
license from QSound Ltd. © 1990 Archer Communications Inc. All rights reserved. © 1993 SEGA. All rights reserved. 
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I can’t believe that this is our twelfth issue. I actually found 
eight people that are crazy enough to stay up all night sur- 
rounded by Mac’s and Video games. The way I see it we have 
consumed about two hundred and fifty pounds of coffee, con- 
tributed about ten grand to our local fast food chains and set 
several records for sleep deprivation. We’ve gone through about 
a hundred controllers melted down about ten systems, put in 
a combined total of about 12,000 hours of gameplay, 13,000 
hours of combined computer time and written over 300,000 
words about video games. We started out in a teeny tiny little 
room with two slooow Mac’s and a dim light, that place had it’s 
own atmosphere. After a couple days in there sunlight 
became a surreal experience. We now refer to that place as “The 
Dungeon” but we have fond memories. ..Now we are of course 
in a more corporate environment, but were still out of control 
and as much hard core gamers as ever. No salesman dare 
enter this office for fear of permanent brain damage. 

I guess we really like video games, wouldn’t ya say? As a 
matter of fact it’s 3:00 A.M. right now and I’ve slept about two 
hours in the last 48. But you know what? Me and rest of the 
staff can’t wait to do it again. As long as you keep reading and 
we can make gaming more enjoyable for all of you, we will always 
be here making sure that you know what’s what in the wonderful 
and growing world of video games. We owe a lot to our valu- 
able (and incredibly smart) readers and we intend to deliver you 
the best magazine of all time. Wait until you see some of the 
things we have planned for ‘94, it’s going to be a great year! 
So thanks from all of us and I’ll see you next month, I gotta get 
some sleep. 




Few have faced Dracula and survived. Now it’s your turn! Based on Columbia 
Pictures’ blockbuster thriller, Bram Stoker’s Dracula goes straight for the jugular. 
Photo-realistic graphics, camera rotation, digitized scenes from the film and an 
awesome digital soundtrack on the CD version plunge you deep into cold, dark 
dungeons crawling with spiders and packs of bloodthirsty rats. On every 
platform you’ll experience thrilling game play and battle your way through 
the treacherous mountains and forests of Transylvania to Castle Dracula. 
And just like in the movie, the evil Prince of Darkness will rise and attack 
— as a bat, a wolf, even an old man. But whatever form Dracula 
takes.. .make no mistake, he must be stopped! 

Available for all Nintendo and Sega platforms. 


Bram Stoker's Dracula is distributed by Sony Imagesott, 2100 Colorado Avenue, Third Floor, Santa Monica, CA 90404. Sony Imagesott and Imagesoft are trademarks of Sony Electronic Publishing Company. © 1992 Sony Electronic 
Publishing Company. Bram Stoker's Dracula™ is a trademark of Columbia Pictures Industries, Inc.© 1992 Columbia Pictures Industries, Inc. All tights reserved. Nintendo. Nintendo Entertainment System, Game Boy, Super Nintendo 
System and the Official Seals are registered trademarks o( Nintendo ol America Inc. © 1992 Nintendo ol America Inc. Sega, Sega CD. Genesis. Game Gear are trademarks ot Sega Enterprises Ltd. 
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OPTION MODE. 


©1993 GAME ARTS 


Mazin Saga - Mutant Fighter (Genesis) 

Big mode only. 

Go to the option screen and change the sound number to 
18 and the sound effects number to 72. Go back to the title 
screen and you can now play through just the Guardians 
by pressing start as normal. 


Silpheed (Sega CD) 

Voice test. 

At the title screen hold down “A”, “B” & “C” on the number 
two contoller, then go to the option screen. There should 
now be a “Voice Test” there. 
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Street Fighter 2 Special CE (Genesis) 

For five stars on Champion Edition. 

When the building with the Street Fighter 2 logo comes to a 
stop, press “Down ", “Z”, “Up ", “X”, “A ”, “Y", “B"' & “C” on 
contoller 1. You should hear Zangief's yell. Now it’s speed, 
speed, speed! 



Street Fighter 2 Special CE (Genesis) 
Char. vs. Char, in Match Play mode. 
At the Match Play mode screen, press “Down”, “Z”, ‘ 
"X”, “A”, “Y”, “B” & “C” on contoller 2. You should 
Chun Li’s yell. 
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Shinobi 3 (Genesis) 
Invincibility. 

At the option screen, put the cursor 
on the music test, and listen to the 
music in this order- He 
Runs/Japonesque/Shinobi 
Walk/Sakura/Getufu. The code was 
done correctly if you do not hear 
any music for Getufu. Start the 



game and you should never die. 
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Tiny Toons (Genesis) - Level Passwords 


9 

10 
11 
12 


ZYGD LDDL LDLL DDDD DDGD 
NBKD DLDL DLGL LLLD DLVD 
XBBD LLDL DLKD LLLL DLND 
DYBG LLDL DDBD LDLD DDTG 
TMBK LDLD LLBG LDLD DLTV 
GYBB DDLD LDBK DDDL LDTV 
VYBB PDLD DLBB LDLD DDDQ 
XMBB MLLD LDBB PDLD LLMQ 
GMBB TDDL LDBB MDDL DLPD 
KBBB TGLD LDBB TDLL DLNG 
NBBB TKDD LLBB TGDL LLNV 
YHBB TZNL LLBB TKLD yjyiT 


13 

14 

15 

16 

17 

18 

19 

20 
21 
22 

23 

24 


QRBB TZGD LDBB TZDL LDZM 
TRBB TZKL DDBB TZGD LDTM 
THBB TZWD DLBB TZKD LDJB 
DZBB TZWG DLBB TZZL DDVH 
BZBB TZWK DLBB TZZG LDVJ 
PJBB TZWB LLBB TZZK LLVP 
TNBB TZWW DDBB TZZB DDVT 
PJBB TZQW GOBB TZZQ DLVM 
HJBB TZQW KLBB TZZQ GDRM 
UXBB TZQQ ZDBB TZZW KDPB 
JTBB TZWW ZGBB TZZQ ZDNR 
HQBB TZWW ZKBB TZZW ZGN£ 
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(Fill in the fighting word of your choice.) 



The Ultimate Fight At Home. 

The most popular arcade 
game of all time — Capcom’s 
Street Fighter II Special 
Champion Edition is now on 
Sega Genesis. 


You’ve Met Your Match. 

The exclusive Group Battle mode 
is found only on Genesis. 
And the Turbo mode gives you 
the speed you need. 


CAPCOM 


The Best Moves Win. 

New moves in this 
Special Champion Edition 
make the fighting more 
exciting than ever. 

P eME Slg 


Now You Can Get Game Codes And Exclusive Street Fighter Information Anytime. Just Call 1-900-680-2583. 
Call charges are 95c for the first minute and 75C for each minute thereafter. Please ask your parents' permission before calling. 
*1993 CAPCOM USA, Inc. Street Fighter 11 Turbo is a trademark of CAPCOM. CAPCOM is a registered trademark of CAPCOM, Ltd Sep and Sega Genesis 
are trademarks of Sega Enterprises, Ltd. For more information, call (408)727-1665. "Based on internal Sega testing standards. 


Kick Some . 

Hit the streets to your nearest store. 


One of 
the highest 
rated Sega 
games of 
all time.* 
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Rocky Rodent (snes) 

Unlimited Continues. 

While Rocky runs across the title screen from left to 
rigjit, press Y, A, R, A, B & A and you will see an option 
screen. Put the cursor on credit ?, and voila, you’ve got 
unlimited continues! 


The First Samurai (snes) 

Level Select. 

Go to the option screen and press X, A, L and R togeth- 
er. Two doors will begin to slide shut. Before they (to, 
press RIGHT (stage 1-2), DOWN (stage 2-1), LEFT (stage 
2-2), or UP (stage 3) and don't forget to hold down X,A,L 
and R the entire time . 


Combo Attack Special Pt.2 by The Enquirer and K. Lee 


Roundhouse 
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Roundhouse Roundhouse Roundhouse 



TO REALLY KICK IT, 
POWER STICK IT. 
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Arcade Style Moves. At Home. 




. Same Joystick and 
Buttons As The Arcades. 

Now you can fight all night 
’til you get it right - with no 
major finger wear. 


4 or 8 Way Joystick 
Movement 

Essential for hitting hard 
and hitting often when you’re 
playing Street Fighter II 
Special Champion Edition 
on the Sega Genesis. 

It’s also amazing what 
you can do on other games. 


3 Slow Motion Options. 

Included for those Street Fighters 
who know that studying 
every intricate part of a move is 
the only way to get it down. 


3 Turbo Settings. 

We’re talking the maximum 
fighting speed you need 
for a worthy offense against 
your opponent. 


Call 1-900-680-2583 

for Capcom Game Codes and exclusive 
Street Fighter information anytime.* 


CAPCOM 


I © 1 993 CAPCOM USA, Capcom Fighter Power Stick GS and Street Filter 11 Special Champion Edition are trademarks of 
I CAPCOM. CAPCOM is a registered trademark of CAPCOM, Ltd. Sega and Sega Genesis are trademarks of Sega Enterprises, Ltd 
I For more infirm lation, call (408) 727-1665- "Call charges are 954 (or the first minute and 754 for each minute after. 

I Please ask your parents' permission before calling 





PRO ACTION REPLAY CODES 


GENESIS 


CHAKAN: THE FOR EVER M AN 

FFCOOOOOOC Infinite Energy 

STREET FIG HTER 2 (SP. C.E.) 

FF80C10000 Special Air Moves Plyr 1 ‘ 
FF83410000 Special Air Moves Plyr 2 
FF972A0099 Stops Timer 

FF804300B0 Infinite Energy Plyr 1 

FF82C300B0 Infinite Energy Plyr 2 

TERMINATOR 

FFFF2F0000 Reece Ice Skates 

FFFF4D0003 Music Speeds Up Lvl 1 


Uf 

JUNGLE STRIKE 

FF6A0D0003 Infinite lives 


FF10C70064 

FFBF87003C 

FFBFC70009 

FFBF4700E8 


Unlimited fuel 
Infinite hydras 
Infinite hellfires 
Infinite guns 


J ' STREETS OF RARF P 

FFEF810068 Infinite Energy 

FFFC3C0094 Infinite time 

FFA903000X Level select. X=1-! 


SUPER NINTENDO 
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TINY TOONS ADVENTURES 

FFF78D000A Buster is invulnerable 

FFF780000F Buster keep his ears down 

FFF78D0000 Loose 2 hearts instead of 1 

FFFB090002 Infinite lives 


ALIEN 3 

7E15DA0A 

7E10D8FF 

7E15DA0A 


Infinite grenades 
Invincibility 
Infinite rockets 


TOEJAM & EARL 

FFA2520017 
FFA253001 F 
FFDE520002 
FFB72600E2 


Infinite Energy for Toejam 
Infinite Energy for Earl 
Everlasting presents 
Toejam walks backwards 


BATTLETOA DS IN BATTLEMANIACS 


7E002803 

7E002A03 

7E0E5E10 

7E0E6010 

7E002C0X 


Infinite lives plyr 1 
Infinite lives plyr 2 
Infinite energy plyr 1 
Infinite energy plyr 2 
Level select (1-4)-(6-9) 


BUBSY 

FF023B0009 

FF024900XX 

FF00E90059 

FF00920003 


Infinite Lives 
Level select. XX=00-13 
Unlimited time 
Invincibility 


SPLATTERHOUSE 3 
FF00B40005 Unlimited lives 

FF00B700E1 Unlimited time 


FL ASHBACK 

FFF49C000X Level select. X=0-6 

FFD3D70005 Unlimited shields 


DESE RT ST RIKE 

01E59CDD 

0189BBAD 

0187EBAD 


Unlimited ammo 
Infinite lives 
Infinite fuel 


FINAL FIGHT 2 

7E106F8D Infinite Energy 


GOOF TROOP 

7E015703 Infinite lives plyr 1 

7E01D703 Infinite lives plyr 2 

7E01 1 D06 Unlimited energy plyr 1 


SUPER SHINOBI 2 

FF37E0000A Infinite lives 

FF37E9000F Unlimited energy 

FF37E30032 Unlimited Shurikens 

FF37E60006 Unlimited Ninjitsu Power 

FF37A6000X Level select. X=0-6 

FF377C0000 Rapid fire (Midair jumping) 

SUNSET RIDERS 

FFB0990004 Infinite lives 


MORT AL KOMBAT 

7E03B023 Slow motion 

7E04B958 Infinite energy plyr 1 

7E02C102 & 7E00DEFF Fight Reptile 

SH ADOW RUN 

7E3C0F14 Infinite money 

ROBO COP 3 

7E1 85402 Infinite Lives 


GAME GENIE CODES 


GENESIS 

STREETS OF RAGE 2 

CHUCK ROCK 

ETCT-EA5E 

B5RA-AA3Y 

Infinite lives 
Infinite health 

AW7T-AA7J 

Infinite lives both plrs 

HC5A-AA8J 

Invincibility 

AL7T-AA70 

Infinite continues 

AXHA-AA8J 

Cannot drown 

ROAD RASH 2 


THUNDERFORCE 4 

ZAST-AC58 

Plyr A starts with $250,000 

AAST-AA5J 

You must 

BEST-AAEG 

Plyr 1 starts with Diablo 

AJTA-AA20 

enter these 

BETA-AAD4 

Plyr 2 starts with Diablo 

RZMT-A6YW 

codes first 

SUPER MONOCO GP 2 

then enter 
AT5T-AA8T 

Invincibility 

RE5T-6CZ6 

You’re always in 1st 

AKWT-AA8R 

Infinite lives. 
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The newest chapter in the ultimate 
fantasy adventure is also the first 
game to take advantage of the new 
Qenesis™ 4-player adaptors. 



appiBtt' 

Jn * mmm. K~t 

nil Li' 

BIB™ 

HT sts 


Arcade Mode recreates the 
original arcade hit. 


Quest Mode takes you — and up to 
3 other players — on the adventure 
of a lifetime. Intense role-playing 
action leads to the mystery at the 
heart of Gauntlet IV. 


Battle Mode pits up to 4 players against 
each other in nonstop medieval combat. 



Record Mode is a battle against the 
clock — hone your adventuring skills as 
Gauntlet IV stats measure how fast and 
skillfully you advance. 


Gauntlet IV. . . . Set out on the 
action-packed adventure of a lifetime 
And bring your friends! 
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lore responsive, more colorful, and up to 
50 times more powerful than ordinary systems. 

It’s 3DO technology and Panasonic makes the 
only system that has it. 

Strap yourself in; this is no armchair flying game. 

You plunge into pursuit, barrel-rolling through the atmosphere at 
Mach speeds. Pulling up to skim the planetary terrain, you lose your 
horizon and go into a spin. Earth. Sky. Earth. Sky. Earth. And your 
stomach just can't catch up. This is a video game you can feel. 

This is R'E-A'L. 

Introducing the Panasonic 
R-E*A‘L3DO™ Interactive 
Multiplayer.™ The most highly 
evolved integration of audio, 
video and interactive tech- 
nology available. 

What you’re 
seeing are 
near 3-D 
graphics 

combined with state-of-the-art flight effects. What you’re 
is full, digital CD sound. Definitely cinematic, 
ot that you're in control in a world without edges. Fly as far as you 
left or right and the program never stops you. 

Facts. Up to 50 times more powerful than ordinary 
PCs and video game systems. With up to 16 million 
displayable colors for photorealistic picture quality. 
And a custom multimedia architecture that makes 
R'E*A'L so responsive it practically redefines interactivity. 

There’s a range of 3DO software available; from flight simulators to 
education, information, sports and children's titles. Plus, R-E’A-Lalso 
plays audio and photo CDs and soon, with an optional adapter, full- 
length movies. 

Entertainment, music and more interaction than ever— the Panasonic 

R*E*A*L 3DO Interactive Multiplayer brings you the future in 

one amazing unit. And, yes, it’ll fly. ♦ 

To speak directly to the dealer nearest you, call 

1-800-REAL-3DO. ■ — 

Firm 


Crystal Dynamics' Total Eclipse’" 
gives you the real feeling of flight. 


MULTIPLAYER, 


Panasonic 


just slightly ahead of our time.® 


3DO ire 300 logos < 


i Multiplayer are trademartis ol The 300 Company Crystal Dynan 


I Total Ectpsa are trademarks ol Crystal Dynamics 




Here’s your chance to let all the game companies know what you’re playing and what you would fike to 
see in the future, so drqp us a postcard. If your name is picked from'our-monthly drawing, you will be 
the lucky recipient of one of the fabulous prizes listed below. So, what are you waiting for? Start writingL 


I MOST WANTED 

1 Sonic CD (sega cd) 

2 Empire Strikes Back (snes) 

3 Super SF 2 (any) 

4 Clay Fighters (snes> 

5 Mortal Kombat (sega cd> 

6 Mega Man X (snes) 

7 World Heroes (snes) 

8 Aladdin <gen> 

9 Stimpy’s Invention <gen) 
i 10 Secret of Mana (snes) 


1 Mortal Kombat (gen) 

2 SF2 Turbo (SNES) 

3 SF2 CE (gen) 

4 Starfox (snes) 

5 Silpheed (mega cd) 

6 Mortal Kombat (snes) 

7 Flashback <gen) 

8 Samurai Shodown (neo> 

9 Gunstar Heroes (gen) 
10 Cool Spot (GEN) 


first eriz$: Your chlfce of a core SNES GENESIS GAME GEAR 
. Second Prize: tour choice of one of the Picks of tMMonth in VieWpoint. 
Third Prize: A FREE year of Gaif^Pan! 

^•Congratulations to the following winners gf last month's contest: ' 1 


E. Shannon of Springfield, VA • Second Prizi Paul H. Ijabenart of St. Paul MN 
ThirdJ^f^#aniel Franklin of Feeding Hills, MA 


All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the 
most that aren't out yet, on a piece of paper or a postcard then send them to: 

GAME FAN TOP TEN 6400 Independence Ave., Woodland Hills, CA 91367 
Drawing is limited to One (1) entry per person per month. Hope to hear from you soon. 

Drawings will be held on the 21st of each month. The three (3) winners will be notified by mail and listed on this page. 









Havoc Is Sailing 


Your Way Soon 


The Seven Seas Will 
Never Be The Same. 
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NAME YOUR SYSTEM AND... STEP INTO THE RING! 

Get ready for the 16-MEG mayhem of Royal Rumble® on Super IMES® and Genesis™! ! 

Check out the all-new, pulse-pounding action of King of the Ring™ for NES® and 
Game Boy®! Tournament showdowns... special moves.. .Steel Cage matchups... 

Royal Rumbles®... and more! If you’ve got the guts... we’ve got the game! 

Work! Wrestling Federation and its logo are registered trademarks of Transports, me. Hulk Hogan. Hulkarnama and Hulkstei are trademarks ol Marvel tmertamment Group, me , licensed exclusively to TrtanSports. Inc. All outer distinctive character names, likenesses, titles 
and logos used herein are trademarks of Transports. Inc. © 1993 Transports. Inc All rights reserved Sega. Genesis and Game Gear are trademarks of Sega Enterprises, Lid. All rights reserved. Nintendo. Super Nintendo Entertainment System. Game Bov and the official 
seals are registered trademarks of Nintendo ol America Inc ©1991 Nintendo of America Inc LJNand Flying Edge are divisions ol Acclaim Entertainment. Inc TM & ©1993 Acclaim Entertainment Inc All rights reserved 
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THE ENQUIRER 


SGT. GAMER 


RATED BY: 




Hi'IJWIJIi 


game to tip the scales...easily one of 
the best games of ‘93. 


Aladdin offers animation and 


For action and shooter fans 


There's not much Sonic about 


Devil's Crush is better.. .so fans of this 
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SGT. GAMER K. LEE’S PICK ■ THE ENQUIRER’S PICK 


SKID’S PICK 


3 _.... No problem this time. It’s definitely that time of year again!... 

has gone before. Sega has been i Sonic CD is my pick for and you know what that means. Sonic 
slowly converting me to their new f-j this month, in fact it’s CD is all I could think about and play 

- my pick for the year. this month. Even with turtles and 

It’ll be a while before Jurassic Park around, nothing comes 
we see anything better. close to Sonic CD, NOTHING! 


From out of nowhere comes 
one of Sega's strongest titles 
of ‘93. Stimpy's Invention not 
only captures the look and feel of the 
Nick-toon but it is loaded with some of 
the most innovative play mechanics I 
have ever seen in a Sega cart. It's a bit 
short on easy but just right on normal 
or hard. I demand that all Genesis 
owners play this game, it's the most 
fun you'll ever have with farts and 
burps. 


What a cool game! SOA has 
concentrated on the animation 


and sight gags that have made 
Ren & Stimpy the marquis show for 
Nickelodeon and they are way funny, 
even after playing it a hundred times. 
The other unique feature of this game 
is how you can switch back and forth 
between the two characters. This is 
one of the best surprises of the year! 


Some games you wait years 
for and, as expected, they turn 
out to be great games (re: 
Zelda 3, Sonic CD, etc.). Then, there 
are the games that come out of thin air 
like Ren and Stimpy. This game is a 
blast from beginning to end and I'm 
cracking up right now just thinking 


Stimpy s Invention has got to 
1 be one of the biggest surpris- 
es of ‘93. Not only is it two 
player simul., but the game has a lot of 
action; just like World of Illusion but 
much more interactive. Stimpy's 
Invention has great game play, good 
music and, at the harder difficulty set- 
tings, is an excellent challenge. 




| game play that is truly light 

years beyond any thing I have 
ever played. While the music isn't the 
greatest, the game is put together per- 
fectly. Disney, Virgin, and Sega 
deserve an award for redefining game 
play and taking 16-bit cartridge games 
to a new level. 


alike, R vs.T is a shot-dodging 
carnage fest that has you con- 
stantly dishing out and receiving pain, 
just like the movies it is patterned 
after. The Robocop and Terminator 
characters are drawn perfectly and the 
game is 16 megs long with a capitol L. 
MA-13 is good for me, bring 'em on! 


fl/ji, [The censors be damned! 
O 1 ? j Robocop vs. Terminator is one 
blasting, bloody good time. 
This is, by far, the best of all the 
Robocop games. The graphics, anima- 
tion and sound effects are top notch 
and the game is just a little on the diffi- 
cult side, but not enough to frustrate 
you. Blood flows and heads pop, so 
keep mom away from the TV. ..this 
one's for the carnage lovers of 
America. 


I The programmers at Vvirgin 
are known to make solid 
games for the Genesis and 
Robocop vs. Terminator is no excep- 
tion. I've been waiting for a game with 
a little gore in it for a long time and 
this one has that bloody appeal, with- 
out coming across as cheap or 
cheesy. RvT's not going to win any 
game of the year awards, but I consid- 
er it a good action game... Ain't nothin' 
wrong with that. 


nage in a game and, even if you aren't 
a gore freak, the game is awesome; 
level after level of great game play and 
graphics. With Robocop vs. 
Terminator, Virgin has produced one 
of the better Genesis titles of the year. 


SEE REVIEW! 


Sonic Spinball. This title was 
obviously programmed here 
because it is missing that Japanese 
edge that the action games have. The 
music is especially chunked. As a 
stand alone pinball game, however, SS 
is excellent. In fact, only the original 


7 Mo Sonic Sp 
* “ j enough game but I can't help 
thinking that the programming 
time would have been better spent 
doing Sonic 3. Oh we!I...As it is, SS is 
a good pinball game with a lot of 
unique features courtesy of the blue 
hog's appearance in the game. 
Although the game is OK, I’m going 


genre should be happy. 


Although I'm not a big fan of 
pinball games (except for 
Devil's Crash, which was awe- 
some), I do expect great things from 
any game with a blue hedgehog in 
it. ..Sonic Spinball is not great. The 
background coloring is a bit on the 
dark side and the sound and music is 
a tittle dull and full of static. Sega, if 
you're gonna make an average game, 
please leave Sonic out of it. 


The good news is that Sonic 


he's in a pinball game. The 
game does add new twists to the 
genre and, if you love pinball, then 
you're going to enjoy this game. As for 
me. Dragon's Fury was better and, 
anyway, how many pinball games do • 
you really need? 
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The preliminary screen shots 


C/j°/o Tournament Fighters is a step 
| backward for Konami on the 
Genesis. The colorful graphics 
and clean sound from the SNES ver- 
sion are gone and have been replaced 
by character art and animation that is 
sub-standard and heavy static voice 
samples. With the heart of the game 
removed, all that is left is some fairly 
ordinary one-on-one fighting. 


fiQ% What happened? My worst 
nightmare has come true: 
KONAMI MADE A BAD GAME! 
Argggg....say it ain't so. Painfully, I 
looked long and hard for good points 
but there weren't any. This game is 
about as palatable as yellow snow; no 
line scrolls, jerky control, decrepit 
sound FX, bad animation, dark graph- 
ics...! feel like I could cry. 


70% The Genesis version of TF's is 
* ** | not very fun at all. While you 
do get 8 characters to pick 
from, the game play and sound FX’s 
get very repetitive (not to mention the 
gnarly Strepped throat ) and the 
graphics could have been way better. 
But perhaps what shocked me the 
most was that only two buttons are 
used. This is Konami? 


UU | looked good but the end result 
here is beyond sad. I don't 
understand, the box say's Konami but 
the game inside is devoid of linej 
scrolls, color and animation and the 
voice is, well, imagine gargling with 
kitty litter. Good moves and control 
help but overall TF doesn't live up to 
the high standards that Konami set. 
16 megs should be so, so much more. 


Tradewest is not going to 


7(5% I Here comes a two part review, 
■ U because I love the Toads but 
those old. tired Double Dragon 
characters have got to go. Who's idea 
was it to drag there sorry butts back 
into a game?. ..retire eml! The game 
itself is good, with a healthy dose of 
new moves and rare's trademark line 
scrolls, there's also gobs of play 
mechanics and a funny little shooter 
within. So, play as the toads and all is 


M % What happened here? I liked 
1 the NES version and I REALLY 
liked the SNES version but I 
didn't enjoy the Genesis game as 
much as the others. “They're basically 
the same game, so what's your prob- 
lem"; you say? Well, the SNES BT/DD 
is a souped-up 16-bit version of the 
NES game, while this one looks more 
like the 8-bit title. 


7 n% Although I had fun with the 
* ^ Genesis BattieToads/Double 
Dragon, it just wasn't as 
impressive as the SNES version. This 
game feels closer to the 8-bit NES 
game. That game is great but this is 
the Genesis and more is expected, ! 
especially with games like Aladdin and i 
Gunstar around. Rare is better on the 
SNES than on the Genesis. 


| enjoy hearing this but the 1 
Double Dragon thing has ; 
become very old. There was a time : 
when the original was the king of 
a few 


arcade fighters, but that 
years ago and technology has 
changed drastically since then. It’s not 
that the game was poorly designed, 
it's just that I've become bored with 


Cartridge or CD, Chuck 2 


AA% I Son of Chuck is a great CAR- 

I TRIDGE game. It is definitely 

worth buying if you own the 
Sega CD and didn't buy the Genesis 
game but, if you did, don't bother with 
the CD. There is a great intro., cool 
music and a few more nice effects, but 
not enough to warrant purchase of 


M % Chuck Rock II on cartridge 
was a great game because of 
the CD type effects on the 
Genesis. Well, the CD version is now 
here with all new music and a gnarly 
animated short film for an intro. The 
game itself is exactly like the cart, ver- 
sion with nothing that says; “the next 
level" on it. At least Core programmed 
a great game, which is more than I can 
say about a lot of Sega CD titles. 


AE% This new CD version has a 
WW very cool introduction and a 
great soundtrack that gives 
you a feeling you can't get in the cart. 
The control is the same but the new 
animation and a totally 
track make Chuck 2 another great 
game not to be missed by Chuck fans 
or anyone else. 


au | great game, however, where 
Core went to great lengths to 
max out the Genesis's capabilities 
they have barely nicked the surface of 
the CD. Only the intro and mild cos- 
metics are new here. There are no 
extra levels and no added3D, never- 
theless if you own the CD I recom- 
mend this version over the car- 
tridge the music is excellent and the 

opening animation is flawless. 


sound- 


j flfl' , If Sega had released this game 

a year ago, nobody would be 

talking about 32 or 64-bit. 
Sonic CD is an outstanding game that 
really shows off the strengths of the 
Sega CD. If you don’t own a CD and 
Batman Returns wasn't enough to 
convince you, this will. ..the odds-on 
favorite for game of the year! 


1(|(|% Heaven on earth has arrived in 
[ the form of Sonic CD. To call 
this game a masterpiece is a 
gross understatement. So I think; “too 
good to be true" is more appropriate. 
Music?-the best. Play control?-perfect. 
Graphics?-awesome. Long levels?-of 
course. Competition?-get real. Sega 
has now rewritten all the rules. The 
best action game of all time?-believe 


100 % T he perfect game for the Sega 
I CD. Sonic CD takes the hedge- 
hog to a totally new level 
never before experienced in gaming, 
until now. Sonic CD has everything. 
From music to game play that truly 
cannot be done on cartridge, Sonic CD 
has put Sega ahead of the game once 


Although I did admire the 


Although response and memo- 


* ” [ arcade laser disc game, I 
didn’t really get into it that 
much. Dragon's Lair CD is very much 
like the arcade and I have the same 
problem with it as I do the laser disc 
game; you can't control enough of the 
game. Arcade buffs should get their 
kicks for, though pixely, DLCD has | 
every level and doesn’t suffer from | 
extended loading time. 


* ** I happy with this complete ver- 
sion of Dragon's Lair. Besides 

the minimal color loss, this version is 
exact to the original. Hey, personally 
I'm not into LD games at all, but I 
found myself hooked on this one- ; 
longer than I excpected. This title is j 
only restricted by the Sega CD hard- i 
ware, ReadySoft did their part! 


'-■•J rization games are not my bag, 
Dragon's Lair falls into a spe- 
cial category all its own. I have fond 
memories of this arcade game and the 
Sega CD version, with a little loss of 
color taken into account, is the first 
dead-on translation of the coin-op. 
Readysoft, long known for their home 
translation of laser disc arcade games, 
has done a super job with DL. 


I will enjoy this game, but it’s 

not my cup of tea. The prob- 
lem is, the Sega CD has too many 
'games' that are really nothing more 
than technology demos. With its react 
and twitch style of game play and 
video from the arcade game, Dragon's 
Lair falls in this category. 


00 % The sequel to Super Star Wars 
**** is here and it's twice as long 
as the first one. The levels in 
Super Empire are very long and 


I 0 and graphics in Empire paint 
an excellent picture of the now 
legendary movie. Where Empire runs 
into trouble is in the play mechanics, 
it's just too repetitive. Running and 
shooting and running and shooting, 
and, to make matters worse, there are 
constantly reappearing sprites that 
really annoy. Not even Mode 7 can 
save this one (although this is cool 
Mode 7). It's good but not great. 


| I’ve grown a little tired of the 

play mechanics in this series. 
SE has good graphics and sound but I 
just didn't get the same feeling that I 
did from the original. Fans of the 
series, however, will find much to like 
in the second installment of the trilo- 


extremely hard. The game is a little too 


similar to Super Star Wars for my taste 
but, other than that, the game is great. 
The soundtrack is outstanding, the 
bosses are huge and the Mode 7 is | 


stunning. 


AA% Starving SNES RPG players, 
relief is here! Square com- 
bines action and role playing 
for the first time with great results. Up 
to 3 players can enjoy 50+ hours of 
quality story telling and trademark 
Square RPG music. Once you get 
started on Mana, prepare to park it, 
take your time and have fun. Who 
knows when the next quality RPG will 
roll around. 


OC% The Secret of Mana is a good 
Action/RPG with great graph- 
ics and sound. The game play 
leans heavily on the Zelda theme and 
there really is nothing that can be con- 
sidered revolutionary or new in the 
game, but it is well designed and an 
entertaining quest. I'm not much of an 
RPG player, but this one did hold my 
interest. 


Q1 %[ • love RPGs and action RPGs 
^ * I are even better. ..Square's 
Secret of Mana is one of the 
best. SOM has the sharpest, most col- 
orful graphics of any RPG. The Mode 7 
is nice and the game is very, very long 
but the multi-player option makes the 
game. In addition, you and your 
friends (2 to be exact) can finally play 


QC% Square has produced an 

Action/RPG title that fans of 

the Zelda series are going to 
spend many late, late nights with, 
attempting to find the secrets of Mana. 
What really impresses me about this 
game is the length. 3 player simul. 
capability and trademark Square quali- 
ty graphics and music. 
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We've been playing CF 
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Takara has really performed 
I miracles in translating this 100 
meg+ game tor the SNES and 
squeezing it Into a 16 meg package 
All of the moves and characters are 
here, not to mention the scaling back- 
grounds and most of the animation. 
Takara has produced another quality 
Neo Geo translation on 16-bit- 


m 


{ For those of us you who don't 
I own a Neo-Geo, Takara has 
prepared a very good version 
of Art of Fighting, complete with the 
zooming effects that helped this title 
reach the top of the fighting game 
genre. Although not as dramatic as the 
original, the overall feeling is well pre- 
served and the music is oh. so close. 
Not bad for 16 meg eh? I can't wait for 
the Sega version. 


OK, how did Interplay do this 
intro? Wait til you hear it! But 
where the fun really begins is 
the first time you here "oh mama or 
any of the other countless sights and 
sounds of Clayfighter. the best thing 
to happen to fighting games this year 
Graphics this good and sound this 
clear I have never seen on the SNES, 
and fun? Oh ya. big time. Vou get the 
moves you want, great control and the 
cooolest characters imaginable, just 
excellent! 


J long time and it has aged very 
well. This 16 meg fighter is one 
of the most original, unique twists on 
a theme that you'll play Interplay has 
created a one-on-one fighting game 
that. In addition to keeping you inter- 
ested with its great play mechanics, 
has a sense of humor and music and 
voice that you won t soon tire of...out- 
slanding! 


ve been waiting for the SNES 
version of Art of Fighting for a 
long time and I would have to 
say that I'm slightly disappointed. As 
we've come to expect from a SNES 
game, the music is great. The graph- 
ics are sharp and it even scales in and 
out smoothly, but some frames of ani- 
mation seem to be missing and the 
feel of the arcade game Is just not 
thera .-Close, but no cigar 


Interplay is turning out to be a 
very impressive company with 
good games like The Lost 
Vikings, Rock 'N' Roll Racing and, 
now. Clay Fighters. CF contains 
enough original ideas and concepts to 
attract gamers who don't usually like 
fighting games and the challenge, 
moves and combos for all the people 


The Double Dragon and 


one gnarly side scrolling 
action game that delivers excellent 
playability, graphics and sound; just 


like you have come to expect f< 


masters of toads games. Rare. Simply 
put, if you're a fan of the toads or the 
dragons, go buy it; you'll be in heaven. 


, j If SF2 didn't exist. I honestly 

j think that Tournament Fighters 

would be the best fighting 
game of all time. Being that it is only 
16-meg and Konami's first fighting 
game tor the SNES. this is truly bril- 
liant. The graphics, sound and game 
play are perfect and the combos are 
easily executed. Fighting at it’s finest 
by Konami. 


1 P re,er ,he SNES version of 
l *T j this game to the Genesis title. 

The game play is the same but 
there are some additional special 
effects, better graphics and sound and 
scaling bosses that the Genesis game 
does not have. I do have the same 
complaints, however: the biggest 
being the inclusion of the Double 
Dragon characters. In the immortal 
words of the Joker: "It's time to 


It s about time somebody | 


J brought this to the American 


market Ranma is a fair fight- j 


ing game but It doesn't deliver like 
SF2 does. The game is good but it's 


slow and there are not enough moves. 


One of the most popular fight- 
ing games in Japan has made 
its way to the SNES. I played 
the heck out of Ranma 2 when it came 
out for the Super Famicom last 
December and, thankfully, nothing 
was changed. The great animation and 
cool moves are all here, just as I 
remembered. I can't wait for another 
I sequel. 


is one 3-D game that truly j 


the use of a Super FX chip. One 
thing's for sure; Jurassic Park is one 


ever seen and a great addition to the 


f. | I am amazed. Anyone who 
j plays Jurassic Park for the 
SNES will wonder why so 
much noise was made over the Sega 
version. The first thing that hits you is 
the killer Dolby Surround. The action 
sequences are a nice balance between 
an overhead Zelda-type 3/4 view and a 
first person, scaling view and it s 
rounded-off by a high degree of chal- 
lenge. ..WOW! 


Legend brings me back to the 
days of old with its one dimen- 
sional play mechanics but 
keeps me right here in the 90 s with its 
excellent graphics. I guess if you 
never got enough Rastan then you 


great! Less tilling! 
Legend is the type of game 
that, when you see it In 


CC 3 : Although the graphics and 
Uw music in Legend are fantastic. 


- . While there are tons of colorful 


GameFan. convinces you that it is a 
work of art. Don't be deceived, howev- 
er. Legend is really just a first genera- 
tion Golden Ax clone with a ton of 


journey down this monotonous road. 
Hey. the music is good. 


color. It's pretty to look at but quickly 
becomes tedious to play. ..worth rent- 
ing, though. 


•v music in Legend are fantastic. 

the rest of the game leaves 
something to be desired. You would 
think that long levels are a plus, but 
they're so long that it becomes annoy- 
ing. Legend does have great animation 
but what's the use when you see the 
same enemies over and over again. 
This game had great potential, but just 
didn't cut it. 


J backgrounds and characters. 


this game just doesn't have 


weapons, the music is great, but gets 


very repetitive and. at times, the char- 


acters on the screen repeat too much. 


Jurassic Park on the SNES 
the game the Genesis version 
should have been. With game 
play that follows the plot of the movie 
and 3D action that captures all of the 
suspense of being in the corridors of 
the theme park buildings. I will be 
playing this one for months to come. 
Could use a battery or passwords. 


C leaves well enough 
alone and brings out Ranma 
1/2-2 in its original form, 
bravo! If you re looking for a quality 
fighter that breaks from the norm, 
well. ..here it is. The unique Japanese 
flavor, combined with unique charac- 
ters and excellent control, make this a 
great alternative to SF2 burnout (if 
that's possible) Now. if they could just 
bring out the original 

- 1 PLAYER - SEE REVIE 


U I'm not a big fan of this 
J Japanese series. The play 
value is good and the mechan- 
ics are solid, but I just can t get into 
this game. Ranma 2 is occasionally 
funny and animated well but fighting 
with little girls and Panda bears is just 
not what I got into video games for 


Tournament Fighters for the 
_ SNES is the only serious alter- 

native to SF2 for the serious 
lighting game enthusiast. Not only 
because it is an excellent fighting 
game in every way. but because it is 


I As opposed to the Genesis 
game. SNES Tournament 
Fighters does the TMNT jus- 
tice. Great graphics and excellent 
sound spice-up the one-on-one fight- 
ing action and the turtles bring it home 


mark Konami quality, they've still got I 


unique to each character's personali- 
ty. ..one of the better fighters this year 


I This is the next best thing to 
j SF2. Leave it to Konami to 
make a game that feels like the 
King. This game is loaded to the hilt 
with fireballs. Dragon Punches, spin- 
ning kicks and other street fighter type 
moves. TMNT combines all this plus 
Neo-Geo quality graphics, great voic- 
arcade playability and an Art of 
Fighting type spirit meter...a winner! 


MB" ; 
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You re a mercenary mowing down e 
• diamond-spitting toad and back-flip 
lizard freak in your path. 

4 'W 


Around every corner lurks another 
with a bad attitude. 


Set up crossfires and ambushes, because Do you have what it takes to face the Chaos 
teamwork is the only way to survive. Engine without being reduced to a charred 

? ■■ ■ pile of gristle? 
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Recently, GameFan 3rd Party Liaison, Andrew 
Cockbum, traveled to Santa Clara, California 
to talk, what else?, games! with the undis- 
puted champions of one-one-one fight- 
ing, Capcom. Andrew sat down with Joe 
Morici, Vice President of American 
Operations, to get his views on the gam- 
ing industry. The following is a transcrip- 
tion of that interview... 


How do you feel about 32-bit and 64- 
bit technology coming into play prior to 
the SNES and Genesis hitting their peaks? 
JM: Nintendo’s strategy of coming out in 
‘95 seems to be the most sound. I haven't 
seen anything on Sega CD or 3DO that has 
fully implemented the technology. 16-bit 
is still the most viable. 1993 should be the 
peak year for 16-bit hardware sales, then 
it will drop off in '94 and ‘95. Software 
sales should peak in '94. 1 imagine that we 
will be supporting 1 6-bit hardware through 
1996. I doubt anyone will support the 
Atari hardware. They've burned too many 
bridges and they don't have the retailer sup- 
port or a proper distribution network. Look 
at the Lynx, it’s a great product and they've 
done nothing with it. I don't know if there 
is enough consumer support for the 3DO. 
If the consumers do receive it well, we will 
support it but we're not going to be the 
first. To my knowledge, none of the major 
video game publishers have committed to 
Atari and very few have committed to 
3DO. The software you will see, for the most 
part, will simply be ports of 16-bit titles. I 


with the initial offerings. So, we will wait 
and see how the installed user base devel- 
ops on both systems before committing. 

What’s next for Capcom in the Street 
Fighter series (after Super)? Do you see 
any competition in the arcade for your series? 
JM: We do have a project in the works. As 
far as competition goes, you must under- 
stand that we can sell 50,000 SF series arcade 
games nation wide. Games like Virtual 
Fighters are too expensive to stick in 7- 
11s and the mom and pop markets. They 
can not generate enough revenue to com- 
pete with our machines and the initial hard- 
ware cost is prohibitive. 

Sega is excelling in the 16-bit market. 
With Saturn ushering in 32-bit for them, 
do you see Sega as the new leader in the 
world of video games ? 

JM: I think Sega has done a very nice job. 
They can react a lot quicker than Nintendo 
can. Nintendo, however, is more stable; you 
can count on dealing with the same peo- 
ple day in and day out. From a business per- 
spective, that is very important to us. 
Sega tends to have more of a "revolving 
door" and this can be, at times, frustrating 
to the third party developer. I also think 
that Nintendo is becoming more proac- 
tive then reactive. With their Silicon Graphics 
agreement, I think Nintendo is on the 
right track at the right time. My question 
is; what’s Sega going to do with their CD sys- 
tem? There seems to be much to be resolved 
before we talk about the "next level" from 
Sega. As it is, we have 25 games in devel- 


Speaking of SGI, what do you think of 
Nintendo's recent announcement and agree 
ment to pursue the development of a 64- 
bit system based around The SGI worksta 
tion's R-4000 chip set? Is this announce 
ment premature? 

JM: I hope not. I hope they actually do come 
through with the hardware. That system 
will truly take gaming to the next level. 
Our designers and programmers have 
been working with SGI systems for the last 
few years. If they can get the system out 
as cheaply as they say they can, they will 
have the system to beat. I don’t think SGI 
would step into something that they per- 
ceived as "vapor ware". They must see it as 
a viable plan. If the spec’s are correct, I think 
that the '95 date is appropriate given the 
amount of time that will be required for soft 
ware development. 

Will the next Street Fighter be the one 
to go 32-bit? 

JM: Super makes use of our latest arcade 
hardware and we will probably do about half 
a dozen games before going to a new sys 
tern. Obviously, the Street Fighter series is 
a natural to make it to the more advanced 
hardware. 

Joe, thank you for your time and insight 
as you know, we're big fans of Capcom and 
the quality software that you produce. We 
look forward to seeing your future games 
and to covering them in GameFan. 


GameFan would also like to thank Ms. Laurie 
Thorton for her help in making this inter- 


don't think the consumer will be satisfied opment for both 16-bit platforms. view possible. 








Nintendo; 


In Street Fighter II Turbo, slow doesn’t go. Because extensive 
training has not only made the 8 fighters and 4 grand masters 
faster and stronger. It’s given them a whole new arsenal of 
kicks, punches and special moves. Get revved for 78 possible 


Ryu must blow out Chun Li's 
new fireball move with his new 
mid-air hurricane kick. 


Dhalsim executes his Yoga 
Teleport to avoid getting bu rned 
by M. Bison’s psycho crusher. 


In Las Vegas, tonight's fight 
is Blanka 's new vertical ball 
versus Vega’s claw. 


Now You Can Get Game Codes And Exclusive Street Fighter Information Anytime. Just Call 1-900-680-2583- 

Call charges are 95® for the first minute and 75® for each minute thereafter. Please ask your parents' permission before calling. 

©1993 CAPCOM USA, Inc. Street Fighter II Tutbo is a trademark of CAPCOM USA, Inc CAPCOM Is a registered trademark of CAPCOM, Ltd. 

Nintendo, Super Nintendo. Nintendo Entertainment System are registered trademarks of Nintendo of America, Inc. 
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Video Game Division 

230 Fifth Avenue, Suite 1201-6, New York, NY 10001 
Tel: 212 689-1212 


Licensed by Sega Enterprises, Ltd. for play on the 
Sega™ Genesis™ System. 

SEGA and GENESIS are trademarks of Sega Enterprises Ltd. 
©JOE & MAC ™ 1991 Data East Corporation. 
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NORTH OF THE VILLAGE OF 
BURG LIES 0 MEMORIAL TO 
0 VALIANT WARRIOR. 


AND IT’S HERE THAT A 
YOUNG BOY NAMED ALEX 


VISITS THE MEMORIAL TO HIS 
FALLEN HERO EVERY DAY. . . v 


Well all my fellow RPG fans, it has finally happened. Were 
getting an RPG! Not only that, but were getting the best one! 
Lunar the Silver Star. We owe a big thanks to Working 
Designs for not only doing it, but doing it right! Get ready 
for the role-playing adventure of a lifetime on the Sega-CD. 
Since this is only a preview, I don't want to give to much 
away, so take a look at these pages for some opening story 
and early fighting scenes, think of it as an interactive lay- 
out. I played through the import version of Lunar 
tm. and I cannot express to you how much better it is 
OB') in English, especially with the new touches that 
Working Designs has added. The acting for 
instance is brilliant! Sega Cd owners, get 
ready for the RPG of the year. Lunar 
the Silver Star. See you next 
Wire s W month with lots more. P.S. 

iu see the 


fiLEX! GUESS WHAT I JUST 
HEARD?! „ 


YOU ALWAYS WANTED TO GO ON 
A QUEST! LET S MAKE THIS OUR 
FIRST BIG ADVENTURE! .. 


Wait til' ] 
packaging. 


ALRIGHT! AN ADVENTURE! ALEX. 
I CAN HARDLY WAIT! BUT. I 
BET LUNA WILL BE UPSET! .. 


-£. Storm 


33 









SO I GUESS ALL I CON DO IS 
GO ALONG AND MAKE SURE YOU 
STAY OUT OF TROUBLE ! .. 


THERE'S THAT OLD CHEST IN 
THE BASEMENT. MAYBE THERE'S 
SOMETHING IDE CAN USE IN IT! 


ING DRAGONBOY. 
IAS COME. HASH 
IVE THE GREEN 


IE THE DESIRF TO BF A 
DROGONMASTER BURNS IN 
YOUR SOUL, .. 
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Map of Honmeru 1 


To be continued 


IMOSH JOINED DIE OUEST! 


The town of Saith. 


LEFT. I LL GO BOCK AND KEEP 
THEM HAPPY UNTIL YOU RETURN! 
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If you've purchased the CP ROM attachment for your Genesis you 
already know that good strong titles are few and far between. Actually the 
best games are still coming out on cartridge. Few companies have mas- 
tered the CD and even fewer have released titles that make use of its 
advanced functions. Chuck 2, Son of Chuck falls into the growing catego- 
ry of cartridge to CD ports. You simply take a cartridge game, drop in 
some music and intro and ending animation and presto, you've got a Sega 
CD title! There are two ways to look at this process. Number one , if the 
two versions come out simultaneously and you have a CD, you get a better 
version at an equal or lower price. But on the other hand would it be so 
terrible to play the cartridge version with 250 smackers still in your 
pocket? That is the question. Of course games like Silpheed and Sonic CD 
don't hurt in this decision making process. So, why am I not talking 
about Chuck 2 yet? Well, because I already did, back in istue#9, exten- 
sively. There's no doubt about it, this is a fantastic game, loaded with 
creative play mechanics and special effects, but the only things here that 
are new are some minor cosmetics, the intro story and the music. So I 
guess I'll just review those features then wrap this one up. The 
all new cartoon opening is a gas, with chuck finding his 
niche in life as a car manufacturer, in fact he is 
so good that he is kidnapped by a rival 
* car maker which is where little 

# Chuck enters into the picture. 
Ophelia gets a ransom note (in the 
form of a stone slate that nails her 
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right in the melon) and totally freaks out. Little Chuck although still crib 
bound decides to take matters into his own hands and sets out on his own to 
save Dad. The cartoon is full screen, animated nicely and accompanied by 
music, but no voice of any kind is present, not even a grunt. So I'll give it 
an 8.S. The game itself benefits greatly from the excellent CD soundtrack 
that whistles, chirps and hums along ever so happily with this exceptional 
adventure. So I'll give the tunes a big 9. Finally we get to the subtle differ- 
ences in the graphics. In the Dippy the Dinosaur level the big bird you 
stand on to keep you dry now mildly scales and rotates (no biggy 
though, the whole level rotates) and in the Lava Pits level the 
boulders little Chuck rolls on now rotate smoothly. That's it ^ fl 
as far as new graphics go. So, is Chuck 2 CD a worthwhile 
purchase? The answer is a big yesl But at the same time 
does Sega need to release a massive quantity of original CD 4"^ 

titles that really show off the hardware to stay viable in the 
market place with new competition from the 3DO? You bet! 

As far as this reviewer is concerned the market is wide 
open. Somebody's about to knock 
my socks off, and there I will 
l stay. Best bring on the 

Saturn Sega, the next gener- 

y O i ation of 9 am ' n 9 »* 

\ , If/ J 1L\ approaching fast! ^{] 
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Sonic CD as you will find out 
after viewing the entire ending. 

There is an entirely new game 
packed within! But there is only one way 

to get there this is what you have to 

do. In the two first rounds of each zone 
you must locate and destroy Robotnic's 
mechanical pod (thus turning the future to 
good) then after fighting Robotnic in the 
present you must destroy the required 
number of pods in the 3D bonus round 
and collect the Chaos Emerald. Repeat 
this in each of the seven zones and it’s on 
to a whole new game, equal in length but 
harder than the first, with even better 
graphics! So you get twice the Sonic 
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at half the price. Now on to the game itself. Remember Sonic one, loaded with personality, 
unique levels and intricate play mechanics? Well it's back, just bigger, badder and better than ^ a 
ever ( sorry to steal your slogan SNK but I don’t think you'll be needing it much longer) complete 
with music that makes you want to stay in each level for as long as possible, and sound effects that will 
have you looking over your shoulder for Dr. Robotnic. Action game of the year? Well, for the CD it most 
definitely is, but overall there is some competition with Gunstar Heroes and Aladdin. So who will reign 
supreme? I guess that would be you and I since we're the lucky ones who get to choose. - E. Storm 
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Watch out for Eye Scream and Chicken Pot Pie in the freezer! 

I ■ i i ' i i > i i 


last month we reviewed Veediots , THQ’s Ren & Stimpy game for the SNES and were 
surprisingly pleased, although some fine tuning would have made it a much happier 
experience. At that time I had no idea that Sega had a ready version of their own all 
new Ren & Stimpy adventure ready to go...oh joy! but here it is, Stimpy’s Invention, a 
game so fun it just could replace Log as the number one form of home entertainment. 
If you don’t watch Ren & Stimpy you now probably think that I am a total retard who 
plays with wood, but read on anyway. I’m gonna tell you about a really neat game. 

Not since well never have I experienced characters with this level of interaction. 

In this cartoon action extravaganza, whether you play in one or two player mode, 
both Ren & Stimpy are on the screen, one using the other as a weapon or means of 

transportation really, check this out. You can choose between Ren or Stimpy as 

your main character at any time by simply pausing and choosing either with your D 
button. If you choose Ren, press up and A to slap Stimpy and here the familiar “ you 
stupid eediot!’’, down and A to use him as a jack hammer, A alone to use him as a 
catapult, up and B to remove and throw his nose, down and B to bowl him at ene- 
mies, B alone to squeeze a projectile furball out of him (wurp!), C and up to 
squeeze a fart out of him for a high jump, or C alone for a regular jump. If 
you prefer Stimpy as your leader, press up and A to squeeze a burp out of 
Ren, down and A to grab him by the legs and use him as a hammer, A alone 
to use him as a spring for a long jump, B and down has Stimpy using a cro- 
quet stick to knock Ren at the enemy, B and up to toss him upwards, B 
alone hurls him forward, C and up has Stimpy winding up Ren’s head for 
nice flight and C alone is a regular jump. If 
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The graphics in this one rank among the best in the field with perfect artwork that rivals the car- 
toon itself and an attention to detail seldom seen on cartridge. The game is also loaded with multi- 
scrolling backgrounds happy? Wait, there’s even more! 

The control is perfect, the music fits like a glove, Ren & Stimpy even have balancing animation and realistic 
voices and, if you fall off the screen, Powdered Toast Man will come and save you! I guess you can tell I like 
this game. In closing, may I suggest that you play on either normal or hard? This will force you to study each 
move and the game layout more carefully and this is one game that deserves it. See you later man! 
Sav qood-bvc Stimpy "WURP!" E Storm 
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Since its arcade debut back in the early 80’s, Dragon's Lair has been on the wish 
lists of gamers everywhere and, until the arrival of CD gaming, home systems^ 
have stayed dry of a faithful translation. For those of you too young to remember.H 
Dragon's Lair pioneered the short lived era of laser disc based arcade games. J 
which ended due to the high cost of producing them and the constant mainte- 
nance required on the laser disc players. Enter the Sega CD. bringing the memo- 
ry and full motion video capabilities needed to port this game straight over. Yes. 
this version is identical to the coin-op, the only dif- 
ference being the quality of the picture, which | 

^ . comes across as a little grainy. If you're not famil- I 

W iar with the game. Dragon's Lair puts you in limit- 1 
ed control of Dirk the Daring, a good-hearted but | 
somewhat clumsy knight who's on a quest to res- £ 
m fj cue Princess Daphne from the clutches of an ev.fWgf * ■ W.'lPA 

• dragon. The game is all animation, and perfecilVr V? 
timing and memorization are required to navigate** 
through this mini-movie. So. if you have Iol •. jjp'f. 
memories of the arcade version or if you're in 
market for something different, give Dragons MrlflHH V 
a spin on your Sega CD. m 
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. 1 Yet another Disney cartoon trans- * 

lation is fast approaching, SunSoft's 
Koar of the Beast. Although this 
title may be geared towards a 
E /» younger audience it has the \ 
(■ * graphics to far. You assume the , 
role of the Beast (da) in a side 
[[ft 1 ,, scrolling quest to regain your 
i K j humanity, just like the movie. The _ 
^rfay'mech.lWlcs herTarc quite simple J 
\ but the control is excellent so younger / 

I * or less experienced game players • 
’ should have no problem negotiating ' 
the levels. Attacking is done mainly 
by growling to freeze your enemy and 
then swiping with your claws, there is 
1 ^ also an effective jumping attack. 'S 
i Music and sound effects are a bit sub- < 
tie but again the younger set will k , 
feel right at home. So if your a ; 
fan of the movie or are.^ 
A looking for a fun but .» 

J mild game give the Beast { 

a look, he's not such a ’ 
bad guy. -Tnkaluim 
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Sega's newest release in the ongoing Sonic series, Sonic Spinball, is all-out fun and an extremely s 
addictive game. It’s not that Sonic is well represented here (he’s not). It’s that this is just a good pinball C 
game. Sonic in a pinball game you ask? Believe me, he’s a nice addition. First of all, this game is not Q 
just for pinball players. The programmers over at Sega Tech, made sure there’s something for every- ^ 
one. SS combines a little bit of action platform to break the usual monotony associated with pinball w 
games. So, this isn’t just a mindless sling the ball (or Sonic in this case) around the board and rack up ^ 


points type of game. There are play mechanics involved here. In each level, you must locate and - 
snatch the Chaos Emeralds, which are carefully placed in some seriously hard to reach areas through- = 
out each board. Once acquired, you can move on to battle with Robotnik. There are four levels in total- Q 
plus three bonus rounds where Sonic gets his own chance at the flippers, in a cool 3D perspective, pi 
Don’t be fooled though, this game is not short. There’s plenty of good clean frustration ahead, s 
Needless to say, I found Sonic Spinball to be a unique twist on the Sonic theme and definitely the 


most fun to be had playing video pinball. . 
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Last month, after viewing some recent shots of Tournament Fighters for 
the Genesis we thought we might just have another great fighting game 
on our hands. After all. the SNES version is awesome, matching up to even 
the likes of SF2. Unfortunately however, this version must have been 
rushed out because I know for a fact that Konami is capable of much bet- 
ter. From the graphics to the music, voice and animation this game falls 
way short. Believe it or not, you only use two buttons, one punch and 
one kick which really limits the strategy factor that six button games enjoy. 
There are the standard half and quarter circle plus button moves, along 
with the two sec. charging moves. They are very easy to execute but 
unspectacular to view as there are just to few frames of animation to 
give you any sense of drama . But the fun doesn't stop there. There are 
no line scrolls!, and the voice is really garbled. I don't know what hap- 
pened but this does not resemble a Konami title at all. I would have to 
say that the only redeeming quality here is the control and the storyline 
which has you fighting evil clones of your characters who have been 
created by Krang. He has kidnapped Splinter and its up to the Turtles 
along with Ray, Casey, April and Sisyphus to travel to dimension X 
and save his furry butt. In the end my synopsis of TMNT TF 
f would have to be that if it came out from a lesser company 
most people would probably be pleased with it . But coming 
* r# from Konami it just isn't enough. That's the problem with 
^ • being the best, once you set the standard people will always 

expect you to be the best, and in this indus- 
try that's not always that easy. Still, I have * 
high hopes for Castlevania Bloodlines and Konami's 
future Sega titles. 
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TEN REASONS WHY EVERYONE 
WILL LIKE PUGGSY 


1 . It has a 256 color on screen intro. 

2. It has great music, over 38 tunes in all. 

3. It has phenomenal graphics. 

4. It has mind-boggling scaling and rotation. 

5. It has huge bosses and tons of enemies. 

6. There are so many levels that we still don't how 
many there are. 

7. The level of interaction with your environment is 
unparalleled. 

8. It has brilliant play mechanics. 

9. It's totally addicting. 

10. You can save your progress. Rest, have a 
delicious snack, and come back later. 


Puggsy isn’t an action game, it’s not a puzzle game 
and it's not a role-playing game, but it is sort of all of 
the above. It’s an action-adventure-quest-puzzle- 
role-playing game! Experience Puggsy’s world for 

yourself this holiday season Hey guys!, I just 

wrote a freakin' commercial, can I put it in the mag? 
Mr. Goo 
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TENGEN 
PINBALL 
2 PLAYER 
8 MEG 
AVAIL NOV. 









TRAD0MG5T • 2 PLAYS? • 8 M€G • AVAL NOW 
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Let me start by first asking a ques- f ‘ ,,m 
tion. Could you or ariYone-you , ■ j 
know get into a game that features ' r4' 
Ronald McDonald as thejjiain char- ^ 
acter? If you’re' like me and rrtBst T 

the pamefan staff, your first reaction" 4 
probably would “be, “No”. Not only 1 
does he represent flat, sad little U 
e hamburgers but he’s a grown , • m 
| . man who dresses like a clown ■. 

2\ apd hangs out with the four food 
fr groups. But wait! What if I told • 
you it was programmed^ Sega by 
U* Treasure, ihe incrediblenew^fevelop- 
I er responsible fox Gunstar Heroes and 
1 formerly with Konami? Ahhh, how I 
have your attention. Believe* me, this is- 
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Sony Imagesoft has done something that far to few compa- 
nies are willing to do. They have taken a title that when finished just 
didn't quite cut it and instead of just dumping it on the market and 
letting the big license sell it they pulled it back and had the develop- 
ers fix it up. I'd like to think that we played a hand in this decision. 

When our contact at Sony asked us what we thought of 
^ ^ Dracula CD we told them that music was 
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Well, laser disc arcade games are arriving en masse for the 
Sega CD. Is this good news or bad news? you be the 
judge. It has become obvious through the first few releas- 
es that full screen video just ain't happenin' on Sega’s disc 
spinner. Mad Dog McCree is the latest example of this. 
The graphics are so chunky.. .it's made Skippy jealous and 
the colors are all done in shades of tobaccee. From the 
first time you place the CD on the tray, load the game and 
see the beautiful one color (brown) "glass'' bottles in the 
target practice round, you become aware of the CD’s limi- 
tations with regard to motion video (at least for the time 
being). The actual game play isn't bad. The Menacer may 
seem a little high-tech for a western shoot-out, but it 
works well and there is some memorization and strategy 
involved in the game, as well as the need for good shoot- 
ing skills. The lack of color and grainy graphics make it dif- 
ficult to see some of the bad guys at times but this is the 
only real negative as far as the game play is concerned. 
This is one game where the game play saves the graphics 
(just the opposite of the norm.). When all is said and done, 
the Menacer doesn't have a whole heck 
of a lot of games available for it (nor 
does the CD for that matter) and 
Mad Dog is definitely better 
than Lethal Enforcers, so the 
question of whether or not to 
V ^y this game is kind of a toss- 
t up - ^ y° u enjoyed the game 
play in the arcade version and 
can get past the graphic limita- 
tions, then you Ye in for a good 
time, pilgrim. If not, well. ..it’s 
Boot Hill for Mad Dog. - Talko 
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ATTACK SPECIAL 



UK-mum 


Stand in this corner to avoid the falling spikes. Once This one's a little tricky. Be careful of the moving spiked floor. As soon 
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they've fallen, jump up and kick the trass. 


as he lowers the chest, jump onto and whack him a couple of times. 


Piece of cake ... use the water to dowse the flames. Once 
extinguished, pummel him into submission. 


First avoid the flying chicken bones, then get in one hit 
and drop below the teeth so you don't get munched. 


This boss takes some practice. Stand on the far left can- Be patient. Stand on this platform, just out of Frank's reach, 
non facing right, kick the cannon ball, then kick the boss. Once he explodes, duck here, then pop out and kick the sphere. 


The Time Dominator's final morph may seem hard at first, but with this simple pattern. youTI be watching the ending in no time. Just kick the first 
guy, then jump over him while he's flashing. Then when the big guy arrives, duck here and dodge the electric bolts, once they stop, work him. As 
soon as he begins to die. quickly drop (don't jump) to the bottom right and wait for the flying goo ball. Just stand here and kick hfm 5 times. 

Here they are! It s all the nasty Time Dominator bosses from Socket. Although some of them are ^ • * 
aretty easy to kill, you will undoubtedly end up in front of one of them with little or no energy. So here's ' 

some patterns to help you get by with a minimum of energy loss (Socket runs on electricity). If you 
laven’t gone out and got Socket yet then DON’T LOOK!! you cheater. Go to the next page. • t c. 
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Stellar Fire, (totally unique to Stellar Seven) for 
the Sega CD is flflally ready. In Stellar Fire you 
patrol the six moons of the planet Arctura. The 
game is set-up in a fast first person perspective 
where you must collect a series of crystals before 
greeting the level guardian (usually a large series of 
pissed off polygons) as you encounter hordes of 
fast moving ground and air enemies. Most of the 
bosses have great animation and an almost scary 
intelligence, especially if you get to close. The ani- 
mated polygon objects get increasingly better as 
you advance to the higher moons where even sta- 
tionary polygons blow fire and the moons back- 
ground graphics always change but the moun- 
tains never get closer (the only real flaw). The 
music and introduction in Stellar Fire are phenom. 
in fact the intro, compares favorably to similar 
demo's we've seen on the Marty. Stellar Fire is a 
unique shooter that although mild at first 
becomes increasingly addicting. Although there is 
nothing ground breaking here Stellar Fire offers 
some unique play mechanics to starving SCD 
owners and offers a nice ride to shooting and 
driving fans alike. - £. Storm 







Don't these 3D snow boarding 
scenes from Sony's Cliffhangcr look 
familiar? Of course they do! It’s the 

Batman engine from the driving 
portions of Batman Returns by Mark 
O'Brian. Although the side scrolling 
action (although early) leaves much 
to be desired, these 3D levels play 
as good as they look. Let's hope 
Sony puts together a good overall 
-package. We ll review Cliffhangcr 
CD neataCMr 


There has been a slight delay in our coverage 
of Eternal Champions due to the fact that the 
game has grown to a throbbing 94 meg and 
SOA wanted it perfect before we got our 
hands on it. The reason that this game may 
have such a wide appeal is because H is such 
a departure from SF9 rather than just another 
done. Came Fan will feature a four page move 
guide on Eternal Champions next month. 


Another great new character is on his way to your Genesis. 
Data last's High Seas Havoc (starring Havoc) joins the likes 
of Sonic, Socket, the Gunstar Heroes, Bubsy, Sparkster and 
Aero. Will Havoc live up to the challenge and join the action 
platform elite? Find out next month. 


Electronic Arts is about to release the third installment in the James Pond scries. For the first time Pond is a fish out of water starring in an action 



i 











Well, who do you think? Of course, it's 

I f “L / ~ H _ Socket, a heck of o duck. He's got the 

■ m wlk L speed and he's got the attitude. When 
I this duck comes unplugged, he's 
charged up for some very electric action, 
including o momentous duel with his revolting arch-rival. Time Domlnator. 
Plug into Socket for a little AC buzz and some fast times! 

GENESIS 


22904 Lockness Ave., Torrance CA 90501 Tel. (310) 326-8880 

Sega and Genesis are trademarks ot Sega Enterpnses Ltd. LICENSED BY SEGA ENTERPRISES LTD FOR PLAY ON THE SEGA'*' GENESIS’- SYSTEM £ 1993 VIC TOKAI INC. 





YOU BRING THE LIGHTNING 



Hellacious weaponry. Locking 
on to enemy targets is a blast 
when you're loaded to the blades 
with Vulcan cannons, air-to-sea 
missiles, and AFG autocannons. 


TM ft O 1993 Core Design Limited C 1993 JVC Muuul Industrie*. Inc. All rights reserved Used under authorization 

Licensed by Sega Enterprises. Ltd. for play on the Sega C0’“ System. Sega and Sega CO are trademarks of Sega Enterprises. Ltd. All rights reserved. 


Don't play too soon after 
eating. With a dynamic 360- 
degree rotational universe, 
you'll feel like you're flying. 
And you'll view the destruction 
in grizzly detail. 


SEGA CD <*> 


creaming out of the skies over Panama . . . 
Strafing pirate gunboats on the South China Sea . . 
Punishing ruthless extremists in Eastern Europe. 

As you take her into 10 battle missions around 
the world, your top-secret AH-3 ThunderStrike 
attack chopper won't be a secret much longer. 

With full-function radar and tracking systems, and 
intuitive flight and weapons controls, you'd fly 
this chopper down the throat of the devil himself. 

If that's what it takes. And it will. 


This ain't "Treasure Island." 

We’re not talking eye patches and 
Jolly Rogers here! These pirates 
pack enough firepower to blast 
you into the stratosphere. 
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Popful' mail, what an odd name. 
What does it mean? 1 guess it must 
mean "really great game alot like 
Wonder boy in Monster world for 
your Mega CD". Popful Mail is 
Sega/Falcoms answer to Interactive 
software. In this highly polished 
action RPG every time you come 
across a key character you stop 
and have a conversation complete 
with animated faces and real voice. 
Besides that Popful Mail is a great 
action game with great music and 
incredible detail. Both your character 
and the enemies are animated com- 
pletely. The whole games just reeks 
of quality. Since the early rev we 
received from Falcom only had one 
complete level that's about all 1 can 
tell you for now, Popful Mail will be 
released this January in 
Japan and will make 
it's way Stateside soon 










States courtesy of Working Designs. I’ll bring you an in depth 


^December 


their incredible 3D adventure '‘Microcosm’.' to the Mega and Sega CD, judging 
, they -will have no problem recreating the excitement of the Marty version. 




Sega of Japan is readying a 16-Meg 

'■;* ‘translation of SNK’s Art of Fighting for 
the Mega Drive. No word yet on whether 
f AOF will make it out over here, although 
my bet is that it will. Art of Fighting will 
be available in Japan this December. 
These are actual screen shots of the 
Drive version. 
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COMING SOON. 







: r review Vajra. the 
first Laseractive PC 
•: . Engine game. 


Gao a new Action /RPG 
for the Super CD is avail- 
able now. we ll have a full 
review next month. 
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So fun you could lose your 
nead over it! 


Splatterhouse 3 for the Sega Genesis is 
the kind of game rating systems were 
invented for. Check out the screen shots 
and see for yourself. 


Don't get all choked up! 


Get your kicks! 


Right in 


ki"tr' 


gut' 


16 megs of 
gruesome graphics! 

Deadly New Weapons! 

6 levels of monster 
bashing mayhem! 

Killer special moves! 

Non linear game play! 

Multiple endings! 

Password support! 


Wear a mask and pack a 
powerful puncn. 


Walk on the wild side! 


Warning: This game contains scenes of graphic violence 
You've gotta have that may not be suitable for younger players. 
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AN INTERVIEW WITH DAVID PERRY 




David Perry is the most sought after programmer in America. 
Not only is he brilliant with a development system, but he 
is one of the most personable people we have ever met. 
for someone of his stature, that is very rare. Our new UN 
correspondents, Nick Bruty and Nick Jones (no jokes, please) 
pulled off the scoop of the year when they managed to 
find David, the man behind such Genesis classics as 
Terminator, Global Gladiators, Spot and, quite possibly the 
biggest tide of 13, Aladdin (games he created in just months! ), 
and sit down with him for an extended interview and a 
preview of what is yet to come from Dave and his incred- 
ible new entertainment venture. Shiny Entertainment. 
Nick and Nick yanked David off of his unicydc, dragged 
him down to Game Fan and here's what's up with DP. 

We all know about Global Gladiators, Spot and 
Aladdin, but what did you do prior to those games ? 

DP: I have literally programmed 100's of games dating 
back to 8-bit computers, such as the Commodore 64. I 
think that the one people will probably remember the 
most is Overlord. That game was quite successful on many 
platforms. 

How does the gaming industry in the US compare to 
Europe? It seems that most of the really good action 
games either originate in Europe or Japan. 

DP: Europe or Japan?.. .that's a bit of a blow to the Americans! 
Seriously, in England, most of the programmers and game 
designers arc not employed by large corporations. They 
are left to make it on their own. If they don't, they don't 
eat and then they have to look for a real job. There are not 
that many people that can keep it up so the best are usu- 
ally all that remain. I think that, as time goes on, the European 
programming houses will become more corporate...it wor- 
ries me, but I think it's inevitable. With my new company, 
I'm trying to keep some of that hunger and spirit and ask 
that my people perform or move on. I want to have the 
best people and do the best work. Rewards will be based 
on performance and work generated, period. The Japan thing 
I haven't quite figured out yet. They do something right 
and I don't know what it is. There's something there, I 
don't know if it's the graphics, the feel or what. They like 
the fantasy stuff and women with big eyes and blue hair...l'm 
studying this one. 

When you get right down to it, what, exactly, does a pro- 
grammer do? 

DP: The programmer is actually... this is the fun part. Everybody 
involved in a project thinks that they are the center of the 
universe as far as creating the project is concerned. The pro 
ducer feels that he is the center of the wheel with all of 
the spokes generating from that center. The programmer 
feels the same way. For me, it's the point of access to the 
machine. Everything that goes into a game goes through the 
programmer. This means he has control of what goes in 
and what doesn’t go in. I've had design documents on my 
desk telling me to do this and that. It doesn't make a bit 
of difference. We have what we call ‘programmer override' 
which means the programmer can do whatever the heck he 
pleases. As long as each person fills his role, you will get 
a good product. If the producer has a good reason for some- 
thing not to go in, then it won't go in. The message here is 
"Be nice to your programmer". If the programmer is inex- 
perienced, then the artist and designers will have a more 
difficult job. For example, the programmer may tell the artist 
that he has 256 blocks of graphics to use to create his lay- 
out map. So, the artist goes off and docs his job, then the 
programmer finds out that he hasn't included sprite space 
and he actually has 1,000 blocks. This can be very frustrat- 
ing. 

You talked about European programming becoming more 
corporate. Many development houses that we are familiar 
with have a linear set-up where many of the programmers 
do nothing but crunch code. You are a game designer as 
well as a programmer. How rare is this in the field? 


DP: Once again, in America it is acceptable to have as 
many as 12 programmers on one title. I think Jurassic Park, 
or one of Sega's titles, had that many programmers assigned 
to the job at crunch time. I have no idea how you can con- 
trol that many programmers on a project. When something 
goes wrong, 12 fingers are going to point in the other 
direction. My company will try to centralize the process and 
use programmers that are game designers. 

How is it that you can make a phenomenal game like 
Aladdin in just a few months while so many other compa- 
nies take a year or more to do a game and still come-up 
with junk? 

DP: The real solution to that was that everybody involved 
in the project knew what they had to do to get the job done. 
Everything that people brought to me went straight into the 
game. I spent more time in Aladdin putting things togeth- 
er then programming. It was a good team that worked well 
together. The last month of development was 540 hours of 
work for me. I was coming in with bags under my eyes but 
we handed Sega a quality product that they could run 
with. With some other companies, the development process 
is actually worse than you probably think it is. The way a 
game typically begins life is that the publisher will come 
to you and say; "If we give you 6 months to do this game 
instead of 4 and the game is only going to be a 'bit' bet- 
ter, then we would rather have the sales now." That’s a 
more corporate view. On a spreadsheet it may make com- 
plete sense. You can’t argue with it. Logically, the number 
crunchers are correct. However, M you do put that extra 
bit of effort in there, that's when you get a "Gunstar Heroes’. 
Ultimately a company's value can't be entered into a spread- 
sheet. The value of any team goes up with the quality of 
the game. That corporate attitude is really short-term think- 
ing. Shiny's first title have a full 12 month development 
period. 

fell us about your new company. Will you publish games, 
develop, or both? 

DP: It’s going to be called ‘Shiny Entertainment". The dic- 
tionary meaning of shiny is "highly polished", and that's 
the type of product we are going to produce. We won't pub- 
lish for a few years. I don't want to expand too quickly. I 
want to know every move that everyone makes before we 
take that leap. In a large corporate atmosphere, you can 
show up to work at 2:00 PM, pick-up your E-mail and leave 
at 2:30 PM and no one would ever know, but I want to 
make sure that we get things done. We are starting with 6 
programmers/designers ♦ support people and will probably 
grow to 8 within a few months. We will also make use of 
outside sound consultants. Our first game is going to be a 
licensed title for a major publisher. I am not at liberty, at 
this time, to tell you who it is or what the game is about. 
The company would like to publish that separately. In the 
long term, we are interested in developing our own char- 
acter and publishing a series of titles based on that char- 
acter, which could lead to cartoons, licensed products, etc. 
In the short term however, I am not committing the com- 
pany to that. As you know, it’s hit or miss. That will be an 
on-going project for us. Short term, I want to do the Aladdin 
of next year. 

What type of games will you develop? 

DP: I've become known for Action/Ptatform. You've only seen 
my Genesis titles. I've done strategy, 3D flying...almost every 
genre that exists. Platform games aren't all that I do. I'm real- 
ly interested in pursuing 3D and rendered objects on screen. 

I want to use polygons in the most unique way possible 
and with the fastest speed possible. I want to use the ‘cheats' 
that we've developed over the years to help us achieve 
this. I want to do something different. ..I don't want to go 
into space. It will be something else. I personally like the 
sensation of flying and diving through tunnels, forests, 
etc. I'd like to do something very realistic, where you 
could ride your motorcycle, jump off of it and go through 
a building, you know, a total 3D environment. 

What are your favorite games right now? 

DP: Gunstar Heroes and Rocket Knight Adventures. 

What are your hobbies ? 

DP: People tend to think that programmers are nerdy. I scuba 


dive, play unicycle hockey, target shoot, snow-ski and jet- 
ski, swim and play tennis. 

What kind of music do you like? Will you be incorpo- 
rating that type into your games? 

DP: I love Techno and Classical music in video games. 
Sometimes, the best part of a game is how the music 
builds in a particularly tense situation and brings you into 
the play environment. Music can add to the whole feeling 
of the game and we are treating it with the utmost impor- 
tance. We are not hiring sound people in-house but arc look- 
ing for the best team with the best drivers. 

What do you think about all of the Multimedia hype 
that we're being force-fed? Do you think that MM can be 
translated into a fun action game? 

DP: Interactive and Multimedia are two of the funniest words 
in the language...! don't know what they mean-interactive 
books, I suppose. I’ve had companies call me and ask if 
they could use my name in some interactive product that 
they're starting. I ask them if they know what the word means 
and their answer is usually 'no*. There arc many types of inter- 
action, there is no dear cut definition. 

Give us your opinions of the 3DO, Jaguar, Saturn and 
Project Reality. 

DP: The Saturn is what I'm excited about. It looks like Sega 
has really thought about the details and the next level of 
gaming. 3DO is just too expensive and is counting on 
drawing from the PC market. I don't know if there are enough 
of those people to support it. I really don't have a feel for 
the Jaguar. If Atari has the games, then they may have a big 
impact on the market. As far as Project Reality is concerned, 
I don't believe that it exists. Every time a competitor is about 
to roll-out a new product, Nintendo dreams-up some new 
fantasy project. Time will tell but, obviously, I'm skeptical. 

What do you think about the rash of fighting games 
that have been flooding the market over the last year? Any 
plans to develop one? 

DP: Gaming goes in cycles. This is the third cycle of fight- 
ing games. Currently, we have no plans to do a fighting game. 
I think that there is a need for something new in the genre. 
I’ve seen Virtua Fighters and that looks interesting. I'm not 
interested as much in the genre of game that I develop as 
much as the quality and uniqueness of that project. When 
I program a game, I do it for myself. W I can't beat it, then 
it's probably perfect. With Aladdin, the play testing was 
showing that the game was too tough for Sega's target audi- 
ence but we didn't want to change it because we felt that 
a much larger audience would buy this game.l'm interested 
in improving the gaming experience. 

How would you go about doing that? 

For starters I would like to do a pressure-sensitive joy 
pad. Things like that are what change the level of interac- 
tion and, thus, the quality of the game. This is something I 
would really like to get to market. 

Talk to us about HAM, Cine-Pak and other, so<alled, 
methods of squeezing more color out of the Genesis. Gau 
and Psygnosis both claim they can display more colors. 
DP: There is always a way to do more color, it's just a mat- 
ter of what you lose. Besides, it is unnecessary. Additional 
colors are not going to make a game better. I’d rather see 
the time and effort going in to making a better game. On 
the Genesis, you can get all 512 colors out of the palette, 
but at what price? Memory restrictions and processing speed 
make it inefficient to use that many colors and the bene- 
fit is minimal. 

Where do you see the industry going in five years? 
what would you like to be working on at that time? 

DP: In five years, I think most of the industry is going to be 
in California. I don't think it will change that radically, how- 
ever. There will be different arms with all of the ‘Multimedia' 
and 'Virtual Reality’ represented. The next step will have bet- 
ter color, higher res. and incredible 3D but nothing really 
revolutionary. 

David, we thank you for spending time with us today. 
Good luck with Shiny Entertainment and in all your future 
endeavors. We hope that you keep us posted on the 
development of your titles and that you'll come back and 
talk with us again. 
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"Nat since Zelda and Soul Blazer 
has there been an action RPG 
like Shadowrun!” 

— DieHard Game fan, June 1993 


super hihiemq 


“Shadowrun is the best reason to buy 
an SNES.” 

— Video Games S Computer entertainment, May 1993 


“Shadowrun could be Super 
Nintendo’s best game yet. 

I literally couldn’t put the 
controller down!” 
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— Game Informer, May/June 1993 

Data East USA. inc .1850 litte Orchard St San Jose CA 95125 
Shadowrun s a registered trademark of FASA Corporation used under license by 
Data East USA Inc ©1992 FASA Corporation Nintendo Super Nintendo Entertainment 
System end the official seels are registered trademarks of Nintendo of America Inc 






"BOWSER '$ 


THE SOFTWARE TOOLWORKS PRESENTS 
A GEOGRAPHY LEARNING ADVENTURE 
THAT'S WAY COOL!!! 


(Nintendo) 
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Deep within Antarctica, 
the evil Bowser has kid- 
napped Mario and plans to 
flood the planet by melting all 
the snow. Bowser has the 
latest in high tech - the 
Passcode Operated Remote 
Transportation And Larceny 
System (PORTALS). Using 
the PORTALS, Bowser's 
lizardlv henchmen steal off to 


famous cities where they commit dastardly deeds. 



Travel the world Instantly 
through PORTALS 


It's up to you and the 
"ever-truc-to-his-bro" Luigi 
to travel around the world, 
rescue national treasures and 
find the missing clues to save 
the world from destruction 
by Bowser. You'll explore 
exotic locations, chat with 


friendly (and not-so- 
fricndly) natives, collect 
valuables, outsmart the 
thieving Koopas, master 
the Globulator, and then 
rescue Mario in a 
surprise ending. 



Snap cl perfect picture in 
famous cities of the world! 





For NE 5®, Super NE S® 
Macintosh 1 , IBM - PC 
& Compatibles and 
Multimedia CD ROM 


For the dealer nearest you 
or to order, call toll-free 


1 - 800 - 234-3088 




MARIO lb MlbblNG! has great 






a new Mario music soundtrack, lots of help screens and a 
fold-out map to help you keep track of facts, 
clues, photos and data. 

- if 

Best of all. it's 
Mario's greatest 
adventure yet. 

Around every shad- 
owy comer, in every 
exotic city -- there's _ __ _ 

Keep track of your clues, 

always something new! facts and cities with your 

fold-up map 


MARIO NEEDS 
YOU NOW! 

Mario has been your true-blue friend for years. Now, he 
needs your help. The evil Bowser has your favorite plumber 
in his grasp and it's up to you and Luigi to rescue Mario and 
save the planet from destruction. 

And it's time for you to be a Mario hero! 


MARIO is 
MISSING! 



1X1 and ©Nintendo of America Inc. ©1995 The Software Tool worts. Inc. All Right' Rcsersed. Mano Is Missing. Maria Luigi. Bowser. Super Nintendo Entertainment System. 

Super NES and NES are registered trademarks of Nintendo of America Inc. IBM is a registered trademark of International Business Machines Corp Macintosh is a registered trademark of Apple Computer. Inc. 
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Cruise through Toloome 
tube's londspeeder 




"Jake one Corellian smuggler, a kidnapped princess, a clod-kicker from 
Tatooine and the last of the Jedl Knights and you have the Empire's worst 
nightmare —a new hope for freedom Join Luke Skywalker. Han Solo and 
Chewbacca on the greatest adventure the galaxy has to offer —Super Star Wars. 

Blast your way through Jawa territory and into a bar room brawl at Mos Eisley 
Spaceport. Evade lethal storm troopers tenacious alien forms, and and 
challenge the Lord of the Dark Side himself. Darth Vader 


All this, plus the incredibly intense 3-D graphics, music and sound effects that you 
would expect on the Super NES and demand from the people who brought you 
this classic movie saga So grab your blaster, strap on your light saber 
and take on the Evil Empire in your quest for galactic freedom! 




Super Star Wars ilrstill one of my 

i fag|rite games for the SNES. The 
ga^.e really captured the spirit, . wyvp 
nd fee(^>f the movie. Now, just one 
k lat^r, JVC/LucasArts is back with the^ 
(obvious) sequel, Super Empire 
Strikes Back. Super Empire has every- 
^ 1 thing you liked about the original, only 


more of if, with longer levels and, once 
again, the ability to play as Luke, Han and 
Chewie (only, this time, you don’t choose, 








the program does). 

SE also features new 
Mode 7 3D sequences 
that are patterned on those that 
were so successful in the original. 

This time around, you get to pilot 
the Snow Speeder over Hoth; trying 
to destroy probes, bikers, AT-ST 
Walkers and AT-AT Walkers, fly 
through space in the Millennium 
Falcon destroying Tie-Fighters and 
zoom through a Technicolor sky in 
the X-Wing, battling Cloudcars. 
the game is very difficult and is 
just your basic move and shoot. Super 
requires that you analyze every le 
make wise weapon selections. If you 
as quick as you can-rushing through < 
all of the way, the game will bi 
you can blink and you’ll be staring at 
mug once again. Take your time with 

Strikes Back. For Star Wars fans, this yg...^ 







graphics, excellent music and sound but it also 
offers one of the best challenges to experienced 
game players available on the SNES. 

The Dark Side will not be conquered 

easily or quickly. With Super H 

Empire, Rebel Assault and flj 

) Sega’s new arcade game all com- Jw 
J&f ing soon. 1993 has turned out to be 

a great year for the Force. -Talko H 










The Secret of Mana continues Squaresoft s long tradition of producing quality Role Playing Games and, for RPG fans. Is 
one of the most anticipated titles of 1993. With a great, involving story and excellent graphics and sound, Mana is sure to 
compete for RPG of the year. As a helpful hand in getting you through the second half of the game, Game Fan offers the fol- 
lowing Strategy Guide which picks-up where the game manual left off. If you look at the top screen shot on the first page of 
the Mana game manual and the first part of the Strategy Guide text, they go together. The same logic applies throughout 
the guide. So, fellow RPG fanatics, grab your swords, cartridges and this Strategy Guide and follow me. ..there are unknown 
dangers lurking ahead! 

1. When you are fighting the demon, arm the 2nd character with magic to keep healing everybody after you hit him. 

2. Then go upstairs and talk and you will receive many items. Then go to the blacksmith's shop and soup-up your ax. 

3. After that, leave and go back to Pandora. 

4. At the bottom of Pandora, there's a woman. ..talk to her and she will vanish. Now, go down to the castle. 

5. Explore the castle and level-up as much as possible before fighting the castle boss (it is a wall and takes about 800 
points to kill) and take a couple of Faiere walnuts. ..you'll need them for magic rejuvenation. When you fight the boss, hit 
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him in the center (middle eye) and use the little girl’s Earth Magic. Four to five hits and the boss wall will die. 

6. Talk to the King in the room and he will tell you to go to Luka's Castle. Now, GO BONEHEADS, GO! 

7. At the Water Palace, Luka will tell you to go to the Gaia’s navel and rescue the Mana seed of water. 

8. At the center of the Dwarf Village, you will see the King of Pandora and a little dwarf. Talk to him and then go on to the 

ship. 

9. In the center of the ship, you will meet the boss of the Scorpion Army. He will make you fight Kilroy, his killer robot who 
has been made with Luka's water seed. Now, go fight! He will take about 1,000 points to kill him. 

10. After beating Kilroy, you will have to travel back to the Water Palace to talk to Luka once again. 

11. Once inside the Water Palace, you will notice that there are now enemies in the room. 

Don’t worry, there are only a few. When you reach the center of the palace, a bunch of people 

will be there. One of the Empire's bosses will send you to a dungeon to fight a 2 headed 
dragon. 

12. Beat the dragon, then go talk to Luka and she will inform you that you must go to Lofty 
Mountains and see Sage Joch. 

13. Go to where there's a guy standing next to a cannon. You will pay him 50 gold pieces and 
be transported to the upper land. 

14. Once you arrive at the underworld, you will come to the winter section. In this section, get 
your weapons souped-up at the blacksmith. After this, go in to town and kill the three 



porcupines. This will return the town to normal. Now, there will be four 
seasons. To get to the town, start at the winter part and go through 
counter-clockwise as fast as you can through the seasons and a town 
passage will open. Once in the town, you will fight a big bird. 

15. Go to the castle and talk to the little boy’s grandfather. 

16. When you meet your grandfather, he will give you an orb and a friend; 

Sylpid, a little magician. Go back to the crystal and have your friend ana- 
lyze it.. he will help. 

17. On the crystal, use the Air Blast magic and it will open up a passage. 

18. Go west, then go north until you reach the cave. 

19. Inside, you will find a forest containing of a castle and a town. 

20. Go in the castle and talk to the King. He will tell you to go north to the 
cave. Now, it's time to fight. 

22. In the cave, there will be a crystal. Use the little guy's Earthquake 
magic and, once you have done that, you will be able to fight the boss. 

After that, you will rescue the bird and the King will tell you to go to the 
desert. 

23. Go to the cannon and pick the left name. That is the desert. In the 
desert, you will find nothing. So, just fight and, when the time is right, your characters will automatically find a ship. Don’t 
panic and think you're stuck.. .that's just part of the game. 

24. After you look through the ship, the Empire will attack. 

25. After you beat the flying motorcycle, talk to all of the men. ..they will tell you what to do. 

26. In the town, buy as much armor, weapons and food as possible. When you’re ready, leave and go to the Fire Palace 
northwest of the town, but not before you go to the Ice Country. 

27. Once in the Ice Country, you will have to save a deer's master, who you will find in the Ice Palace. When you are done 

talking to the deer, go in the house and open the treasure chest, two spear orbs will be inside. , • 

28. When you fight the boss in the Ice Country, remember to have a lot of walnuts to get magic back. The boss has 1,000 hit 
points and should take 4-6 minutes to beat. 

29. After that, go to the town and open the kettle and you will receive Salamando. the Fire Magician. 

30. Go north to see Neko and save your game. Now, go to the palace. 
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31. When you fight the boss in the palace, use as much Fire Magic as possible. Once you beat him, go back to the Fire 
Palace. 

32. In the Fire Palace, there will be 3 crystals. 

32 i 33. Fight the boss. After you kill him, go to the woman at the top-left corner of the 

/ 1 I \ town. She will give you the code to enter the castle. 

L I ( j 34. Once in the castle, you will find the towns people and they will tell you to go to 

4 1 i the castle. In the town, get all of the food and weapons that you can. 

y 35. Go to the castle where you will fight the wall again and. after that, you will find 
[ Dyluck and meet the boss. 

I i 36. Us the little guy's Rock Magic on the bat and it will take you about 10-15 hits to 

( J I kill him with that magic, 

r i 37. Leave and go to the town again and go to the cafe. After you talk to the owner. 

1 go to the castle, where you will have to fight two bosses (both are easy to defeat). 

' "'wS.mt ’ l/ 38.When you get to the part where you can t pass over the 4 icons, push the lever 

I on the left side and go meet the King. You will fight again and get your bird. 




TAKARA 
FIGHTING 
2 PLAYER 
20 MEG 
AVAIL JAN 


Takara continues theirl 6-bit translations of Neo Geo titles 
for the SNES/SF with Fatal Fury 2 (Super Fatal Fury in Japan), the 
20 meg follow-up to last year's SNES game. Besides offering over 
twice as much memory as the original, FF2 brings with it new fea- 
tures that include; a Street Fight mode that allows you to pick 
your fighter, stage and handicap and a Battle Royal that allows you 
to pick up to 12 characters and your friend to pick 12 so you can 
battle it out and see who the real champion is. The game looks to 
be a faithful conversion of the arcade game, with all of the charac- 
ters, moves and background graphics accounted for. Fighting 
game fans will have to be satisfied with this preview for the time 
being as the game is scheduled for a 1st quarter, ;94 release. 
Enquirer jf' 
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\ US Gold and System 3 are about to moke puz- 
zle gamers very happy with the releose of 
- Super Putty for the SN€S. SP has a decidedly 
I European flavor to It as you control o Silly 
Putty-llke blob who must use his morphing, 
I Jumping, stretching and melting ability to con- 
quer the evil wizard Dazzledaze and his sJde- 
■ kick. Dweezil the Cat, in over 6 levels (18 

• stoges) of puzzle octlon. LUhat makes Super 
Putty stand obove most other puzzle gomes 
on the market is the unique characters and slt- 

\ uotlons that the designers hove created for 
^Jthe game, from Pirtty Moon and Funky freida 

* to the Twilight Zone and Bubble Lou, Super 
J Putty Is not like ony puzzle gome you’ve 
| ployed before. Vour goal in eoch stoge is to 

release the Sots' (robots) and get them to 
I the stoge s safe ploce. In the earlier levels. 


the bots are frozen In ice but. later on, they 
begin moving around the levels, looking for 
their own route to safety Another Interesting 
feoture in this gome Is the number of moves 
that Putty can execute. In addition to the abil- 
ities mentioned obove. Putty can take on the 
form of some of the characters that he absorbs 
and he con inflate to cotch foiling friends. 
Super Putty Is the type of gome thot you like 
to 'tinker' with. Vou might play It for a while 
today, come bock to It next week and beat it 
two months from now becouse you'll wont to 
explore oil of the different possibilities In 
each stoge. Its colorful graphics, great sound 
and music and sense of humor will instantly 
grab you and the unique game play will 
keep you coming bock for more ■ Ta'Mc 
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The following is a character analysis that would profile 
strategy guide. This would be accompanied by screen shots 
explaining*!! of each character's moves. 


yRobert and Ry are 


I 

Sr control and moves are basically identical even in the way you input the com- 
j mand. Out of all the characters, these two fighters are the best ones to choose in 

R 


the game. 


is a character that, when pitted against the other challengers, would be 
considered the weakest because he has only one move and has a very weak ' 
fighting style. Even though he is called the master of modern fighting, stay away 
from him as much as possible if you want to make good progress through the 

game. 
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, known as the Terrible Typhoon, is one of the strongest characters and 
has a ton of special moves, which are very easy to perform and take massive ener- 
gy away from your opponent when performed correctly. He, like the other fighters, 
does not have many weaknesses. The only one that I found was that, after you per- 
form his Ultra Drop Kick or Sliding Kick, your left open for a very long time. Enough 
time to where your opponent can easily throw you or do a super move on you. In 
any case. Jack is way gnarly and one kick but fighter. 









Lee Pei Lorn is a Chinese martial arts fighter with 3 very special moves that, if per- 
formed fast enough and if you know his style of fighting, can be considered the 3rd 
best character in Art of Fighting. His speed and great skill come in handy when 
fighting very talented fighters like Robert and Ryo. Even if you are an expert with 
Lee. most people will find him to be a blast. 


Kim , the bouncer at Mr. Big s Restaurant, is one mean woman who kicks butt and 
asks questions later. King, the master of Muetai, is knowi^ for her deadly Whirlwing v 
Kick and her awesome 2-Layer Flying Kick, which comet in handy when fighting 
slow opponents and even faster opponents. Because of her speed, veteran fighters 


will have a blast stomping on other fighters that are big and slow, like Jack. 



, the huge reggae dude, is a force to be reckoned with. AlthouZgh he has 
only two moves, his punches are considered to be lethal weapons because of how 
much power each hit packs. In spite of his lack of speed, people that are patient and 
are willing to stay back and wait for opponents should have a blast with Mickey. 







Mr. Big, who is one of the last bosses in Art of Fighting, is a great character but his 
moves are very difficult to perform. So, for gamers who wish to control Mr.Big, it's 


going to take a lot of time and practice. When mastered, however, he 


best characters in the game and will give you hours and hours of victories. 



VJL 


Karate Man, the last boss in Art of Fighting, is one of the best charactesr in the 
game. As far as control and speed go. he is exactly like Robert and Ryo. The best 
thing about Karate Man is his super combo that takes almost all of your energy and 
is almost impossible to block. 
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I have been very patient, I've done 
my time in the SNES waiting room 
and now finally another likely 
megahit is about to be released by 
Capcom, makers of Ghouls & 
Ghosts, Bionic Commando and of 
course Mega Man. This first install- 
ment on the Super NES has major 
potential. We were allowed only a 
couple of hours with this 75% ver- 
sion so I can't tell you everything, 
but I can tell you these positive 
points; The first thing I noticed was 
the excellent control and animation 
of the new 16 bit character. The old 
Mega Man is gone, see ya, and a new 
shiny hero has taken his place. This 
new MM can jump much higher, 
run faster, charge his weapon 
and stick and climb on vertical walls. 
That's in his stock suit, there are 
of course many more. The 
levels themselves in this ver- 
sion (although early) 
SS&. seem a bit easier but 
— — • " the end bosses again 
’ require complex pat- 
terns and the right 
• a suit to defeat. 

V V Graphically, Mega 
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B ’ ' Man X looks very unique from other 

{ Capcom action titles, it’s not quite 
I Magical Quest and it’s not as detailed as 
Ghouls & Ghosts, it’s more futuristic, sim- 
| ,ple but effective. The character place- 
■ A/ ment in X is more sporadic than the orig-* 
j/=v Inal but they are of course extremely 
4* well drawn and do there best to take off " 
jl" a little energy before you get buy. Next 
i month, we will bring you an in depth fea- 
IP^ ture on this long awaited 16 bit sequel) 
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As most of you who have been reading GameFan for awhile know, we have been following the progress of Clay 
Fighter since its inception. It became apparent early-on that Interplay had a very special game on their hands. The SF2 
phenomena was at its pinnacle and the designers wanted to do a game that, while having all of the long term play value of 
SF2, would not merely be a clone but would define an entirely different style for one-on-one fighting games. Now, a scant 



nine months after development began. Interplay presents one of the most creative, funny and exciting games of 1993. Clay 
Fighter breaks all of the rules for the fighting genre by concentrating on the humor of the site gag vs. the pain and blood. 
Elvis (Blue Suede Goo) fires at you with his Pompadour, Ickybod Clay chucks his pumpkin head at you, Helga, the 
Norwegian opera star, sings until somebody feels pain and Taffy Man is what Gumby would become after about 6 months 



Color • Hates: Wimps • Wants: Fights • Job: Flexing • Motto: Destroy 
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of hard labor. As great as the theme and sense of humor are, and with Claymation character graphics and voice and music 
(the intro, has a special surprise in store for you) that set new standards, it is the game play that sets Clay Fighter apart 
from all of the SF2 wannabes. In fact, the special moves in the game are executed in a manner very similar to Street 
Fighter. The control over your attacks and combos is excellent and you won’t soon tire of the Blob using his buzz saw 


move to make Bonker the Clown twice as funny or Bad Mr. Frosty using his Ice Breath to freeze-dry the King's do (“Hey, 
watch the hair man”). I can’t say enough about the quality of this game. Interplay is to be congratulated on having the fore- 
sight, ingenuity and creativity to take a chance on tweaking with a legend and launching a pie-in-the-face at all of the “me- 
too" fighting games. ..absolutely brilliant! Talko 





retailers shelves this 

Tournament Fighters; the incredible turtles come 
back. This is one awesome 16-meg fighting game.ln 
fact, out of all of this years fighting games, this 
one ranks among the top. Although the game is let- 
ter boxed like most of today’s fighting games on the 
SNES (they do this to save memory and so the SNES wont 
slow down), there are many things I loved about TF. First of 
all, the control, it has the best play mechanics of all the 
new fighting games, except for Super SF2, 
you can do and number of moves is 
There is an average of 3 moves 


found to perform. Another 
bonus is the number of characters you can pick from (10) 
and the characters are really excellent. They range from 
Shredder (he’s like M. bison) to Michaelangelo (the tur- 
tles version of Ryu) who I believe the best character in the 
game. There’s also two hidden characters that will be 
announced after the release of the game. In addition, the music 
is awesome and fits the game perfectly. It’s like turtles music 
with a kick; heavy metal, but turtleish. The game really has to be 
played to be believed- It’s just that good. There are 10 characters 
to pick from, a speed adjustment feature that is as fast as SF2 
Turbo, over 10 stages and a story mode. Tournament Fighters is 
put together perfectly. - Yoshi 
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Back in December of 1992, NCS/MASAYA 
(the developers of such classics as 
Cybernator and Prince of Persia for the 
SNES) released Ranma 1/2-2 for the Super 
Famicom and that game proved to be an 
instant hit with fans of the Japanese anima- 
tion series and one-on-one fighting freaks 
alike. It was once thought that this game 
would not make it to these shores but, 
thanks to overwhelming demand (and 
DTMC), Ranma 2 will soon 
be available for the I i _ i i : 
SNES. When I first heard jrnSg MM&S 
that Ranma 2 was coming P 

to the u s., there was ■■■ V HHHI| 
some concern on my * JB 

part. ..visions of Street 
Combat ( SNES Ranma 1) 
were still fresh in my 
mind. Unlike Irem, DTMC £HI 
left Ranma intact, so , — ~ 1 1 , 
gamers familiar with ■ *“ lir a 
Ramna 2 will feel right at — - — , 

home and everybody else 
will get to see what they 
were missing. As we all *Si£3»?SaB».3| I 
know, the most impor- _ 5*^ 2 
tant part of any fighting 







DTMC • 2 PtAYCR • 8 MEG • NOV 



game is playability and Ramna 2 delivers. The special moves are done similar to, 
are fairly easy to pull off and the response time is very good. My favorite part of 
the game is the animation: all the characters throb when they stand still but. 


when they jump or spin around, you can see their hair move in the breeze...a nice 
touch. There's even some weird stuff thrown in and this really gives the game 
some welcome character-things like a huge Panda (Genma) who can crush you 
into the ground by jumping up and slamming you with his butt, or a huge evil bull 
( Pantyhose) who flies around on tiny angel wings, or my favorite; Gosunkugi, a 
shy guy with a big wood- 
en hammer and candles 
on his head. If we’re 
lucky NCS/MASAYA will 
make the third game in 
the series but, for now, 
this should keep our 
hands full. K.LEE 
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Prepare yourself to be more surprised then perhaps you I 

have ever been with a Super NES title. Ocean has broken new s » 

ground and at the same time brought us a game of Jurassic 
Park that does the visually spectacular movie complete jus- 
tice. This version of JP is divided into two segments, overhead 
action and 30 first person adventure. Although both portions 
are among the best in there respective categories, where JP 
really shines is in the 3D. I had no idea that the SNES was 
capable of such smooth scaling, probably because until now no one has taken the 
time to tap these resources, but I am glad they finally have because the end result is 
refreshing break from the norm and one of the most addicting SUES games I have ever 
played. You assume the role of Dr. Alan Grant, world renowned Paleontologist. As you know 
(assuming you've seen the flick) things have gone awry in Jurassic Park where once extinct dino's 
now run free in the worlds most incredible animal preserve located on an island off the coast of 
Central America. It's up to you to restore the systems and get off of the island. In order to do this 
you must first activate the motion sensors, by powering up the main generator and computer, 

secure the Visitor's Center, stop the escaping 
Raptors, destroy their nests, radio for help and 
finally make your way to the helipad. This may 
be easy to grasp, but it is quite difficult to do, 
but man is it fun! Get ready to explore and 
memorize the beautiful but tricky 3D mares of 
Jurassic Park. By combining spectacular 
graphics, superb playability and mes- 
merizing Q-Sound the designers and 
programmers have managed to 
allow you to feel the action like 
never before. You never know 
what may lie on the other 
side of a door, it could be 
food and supplies, it 
, ~ could be a darkened 








|M I hallway or it could be a nasty Spitter or — 

Raptor ready to lunge. I found that hanging 
k ||N - in the doorway, just peaking around the comer 

, | j P \ j jL*' was the best way to successfully negotiate a room or 

f^|5\ passage, survey the area then make your weapons selection 
* frl nM f \\ U\> and come in fir ' n S- Dont i ust msh ' n or be all over you 
before you can react. You can only continue twice; so be 
careful, especially in the opening segments, when you are 
most vulnerable, you’ll find yourself in these mazes most of 
the game so get out a note pad and some graph paper. There is no on screen map 
and there is much to remember and return to. The overhead portions of JP take place 
mostly when you are traveling to a new location and are also done 

very well with good control, excellent, colorful graphics and a constantly changing assortment of 
tracks enhanced by Q-Sound. Watch out for Raptors and Triceratops here and if you see T-Rex 
...run!! For your defense you have an excellent assortment of weapons at your disposal including 
the cattle-prod (good for smaller dino’s but weak against the big gnarlers) a shotgun (a decent all 
around weapon) a missile launcher (now we’re talkin g tranquilizer gun (good for slowing down T- 

Rex) the gas grenade launcher (good for long jUrZ n - 

distance attacks) and the bola (the most 
destructive of the lot) To put it lightly, Ocean 
successfully created a unique new game for the 
SNES combining action and 

adventure along with the length _ S **> I 

and playability a game needs to £ 

satisfy even the most demanding *-y t ^ jB -f |»^ - B 

gamer. I look forward to more I [ I 

games that make use of this I ■ jl 

great new engine. JP is a winner; B 

don’t think twice when it hits the iHkBS 

shelves this October. - E Storm 
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Remember Rastan, or how about 
Conan? Mythological warriors were 
once a mainstay in our industry. 
Games like Golden Axe and Rygar did 
good business. Then, with the incep- 
tion of fighting games and their super 
human characters and action games 
with such stars as blue hedgehogs 
and happy plumbers, these once 
mighty side scrollers fell from grace. 
We want play mechanics! The gamers 
cried. So, the face of gaming changed 
accordingly. If you are one of the 
many who miss these mindless, car- 
nage filled side scrolls, then you will 
be thrilled with Legend. Not only 
does this game sport arcade quality 
graphics and sound, but it is jam 
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packed with 1 or 2 player sword and ax play without a 
moment to rest. So, if this is what your into, here it is. 
However, if you are looking for any kind of play mechan- 
ics or strategic action in your game play then this is not 
your game. This is strictly walk and fight or, if you just 
want to jam through each level, simply use the jumping 
attack over and over and over...you get my point. Do 
great graphics make a great game? Well sometimes- 
maybe if that game is meant to be one dimensional, and 
I’m pretty sure this one is. So, I will neither recommend 
nor discommend Legend. You know what you like, 
act accordingly. - Mr. Goo . . 










Lester the 
Unlikely is 
Just that, an 
unlikely 
hero in an 
unlikely 
story. You 

see, Les is a yeeb; part yoober, part dweeb. He 
wakes up on an island, drenched from the pencil 
neck down. Lester falls asleep on the docks and is 
accidentally loaded on to a freiyhter that is then 
hijacked by pirates. Lester falls overboard and 
swims to an uninhabited island. Like any red- 
blooded American teenayer, he wants to yet off 
island, yet back home and continue his 
daily eat and sleep routine. Lester 
must make use of his limited physical 
skills to yet past all kinds of island- 
based baddies. It is your Job to help 
him fiyure out how to survive the 
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Ocean is bringing all of the hi jinx and hilarity of Dennis the Menace to the SNES. This 
action platform title is loaded with 5+ levels of mischief as the Menace unwittingly irri- 
tates good ol’ Mr. Wilson. Margaret and other obstacles in Dennis' life. The graphics in 
this game are the big standout. The cartoon char- 
acters are large and look fantastic and the back- 
II grounds, especially in the later levels, are insane! 1 ’T, f || 

! . . , , |] The color and scrolling is I 6 (Ij 

|| some of the best around. In^^EV. ^ • 

addition, the gam e has a _ - 

Dennis has three 

H weapons to help | |^;”v 1 

him get through I f? .. r 

Mr. Wilson’s! I & 11 j jT'T| II 

house, to the |j .3 ■ / A \, II 1 J 1 | 

park and beyond; || J* / \ “ J. II | V I] 

his squirt gun, |J II ! t 1 || 

pea shooter and. II || 

of course, his 1 . — L >-. > T fljl 
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trusty slingshot. The play mechanics are essentially the same 
throughout the game; avoid, shoot, run and find the Dennis coins 
to finish the level. Dennis the Menace requires patience 
and perseverance to succeed. If you’re looking for a 
quick run through an action/platform side scroll. ..forget 
it. Only if you think, plan and then react will you beat the 
clock, Mr. Wilson and the game. Ocean has a strong line- 
up for this Christmas season with both Dennis and 
Jurassic Park loaded on their sleigh and both of 
these games will have visions of all 
night fun dancing in gamers’ heads. 

- Mag ilia 
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A rift in what you humanoids 
call the time continuum will allow 
Tirmat to savor your untimely death. You 
see, our disruptors will enter your temporal 
space and destroy your ancestors. You and 
your offspring will disappear as if sucked 
into a void. Of course, l love a challenge, 
so if you would care to slip through the 
temporal vortex and follow me toon 
* earth of bygone days... But where 

• will 1 be? One thing is certain; 

your time has come. , ^ 


# VIC TOKAI INC. 

22904 Lockness Ave., Torrance CA 90501 
Tel. (310) 326-8880 
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Bullet Proof’s first action/ adventure for the SNES, Obitus 

is ready to go and scheduled for a December release. 

The basic premise behind this unique 1st. person and 

side scrolling game is to gather the 

four Gems of tranquillity which 2jR|j|SSii3| 

once protected the kingdom from 

darkness and ruin, and return them '\j 

to their rightful place in the Tower SB? 

Obitus. During your quest, you >' 
must seek out weapons and useful 

items, gather clues from the inhab- J II 

itants of the land, and defeat the • 
evil creatures that block 
your path. Obitus fea- r' 

'^,_ k tures two unique per- X' 
iV * spectives: 1st. person Bj feSg -V-- ’ i.- ~ 

and side view. The 1st. 1>l ^^** ii ** 
person viewpoint uses some incredibly 
smooth scaling previously unseen on the 
SNES which adds a sense of realism to 


the quest and creates an interesting new play environ- 
ment. Get ready to chart your own course, as no on 
screen map is present .The forests and labyrinths you 
must traverse are long and can 
fi become quite confusing. The side 
View is strictly action where you’ll 
ex Pl° re the castles of Obitus room 
' by room collecting necessary 

— ^ items and weapons, and then of 

£5! course there are the enemies. They 
t\. range from demons to trolls and 
wizards. The fighting is standard 
y; f &'i r P9 tare but is well balanced 

and your weapons are eas- « 

■ ■ Hy accessible. Obitus * .1 

-v promises 


an 

involving quest and a 


good challenge for gamers in this genre, 
its a little light on action but the adven- 
ture is yours for the taking. 
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EVIL IN ITS BLACKEST FORM HAS 


BEEN RELEASED UNTO THE WORLD. 


AND THERE IS ONLY ONE WAY 


TO RESTORE PERFECT ORDER. 





KNOW IT 



Brought to you from the makers of the Final Fantasy' series. 



Inside Every Box. 

The word is out on the Secret of Mana, a new action adven- 
ture game from Squaresoft. Just ask those who have played. 
16 Megs of action, story, graphic, weapons and more, 
including: Eight levels of weapons and eight levels of spells 
A Bigger characters and better animation A More bosses 
and enemies to wage battle against & Extensive use of 
sophisticated modes and special effects, including smooth, 
seamless flight animation A Long game play A Simultaneous 
3-player capability A Player's strategy manual and map & 
Battery back-up that saves up to four different games. All of 
which adds up to an exciting new playing experience. 

So what are you waiting for? Uncover the Secret today. 


Summon your dragon 
and fly from one 
exotic land to the 
next in search of 
clues for Mana. 



Wage battles with 
monsters and 
mutants. Win and 
you can absorb 
their powers. 
Lose and pan of 
your lifeforce is 
drained away. 




Journey to colorful 
villages where you 
can buy special 
foods to restore your 
powers, or secret 
potions to overcome 
black magic. 



3QUARE50FT 

SWHNMNI1II © 



A special rotary 
select feature lets 
you easily choose 
from among differ- 
ent weapons, tools 
or treasures. 


Secret of Him' and Squmoft' art trademark) of. and final fantasy* is a registered trademark of. Square Co, ltd. c IMS Square Co., ltd. All n|tits reserved 
Nintendo. Super Nintendo Entertainment System and the offKial seals are refisiered trademark) of Nintendo ol America Inc. ®IWI Nintendo of America Inc 





Scngoku, another Neo Geo 
translation is about to hit 
your Super Nintendo courtesy 
of Data last. This two player 
simultaneous arcade hit con- 
tains all the levels, moves 
and magic found in the origi- 
nal. Look for a full review in 
an upcoming issue of DHGP. 




Pac's baaaaack in "Pac Attack" from Namco, 
the newest entry in the puzzle genre, lust when 
you thought he was dead, Pacman continues 
his ghost-eating ways in a Tetris style puzzler 
with a new twist. This game also features head 
to head competition between Pacman and Ms. 
Pacman. So all you puzzle freaks out there line 
up, cause Pac Attack is on the way. 


scrolling action, first person and a 
3D shooter and basically follows 
the premise of the movie. Look for 
it in a future issue. 


Claymatcs, Interplay's second title using the art of day- 
mation will be arriving in the first quarter of ‘94. With all 
the cicltemcnt surrounding Clay Fighter, Claymatcs is 
sure to be another hit for Interplay. In the game, you can 
morph into five different characters ranging from a gofer 
to a duck, each with their own unique play mechanics. 
Look for a full review in the January issue. 


LawnmowerMan 
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OFFICIAL SWEEPSTAKES RULES 

NO PURCHASE NECESSARY TO ENTER OR CLAIM A PRIZE 


I. HOW TO ENTER: Be sure to completely fill out entry form, 


.cceived by Monday, December 31, 1993. Takara U.S.A. 
Corporation, and Ambassador Marketing Group, Inc. are not 
responsible for any lost, mutilated, late, misdirected or stolen 
mail. One entry per person. All entries become the property of 
Takara and will not be returned. 


phone number and complete address on a plain piece .. _ 
paper and send in a stamped envelope to Mean Str.^w 
Sweepstakes, Ambassador Marketing Group., P.O. Box 252, 
Paramus, N.J.,07653-0252. 

2. JUDGING: Winners will be selected on or about January 15, 
1994 in a random drawing from all entries received. All decisions 
made by official judge are final. All prizes will be awarded.Odds 
of winning depend upon the number of entries received. 

3. NOTIFICATION: Winners will be notified by mail on or about 
January 31, 1994. Grand prize winner will be required to sign an 
Affidavit of Eligibility and Publicity/Liability Release form. If the 
Affidavit and Release form are not returned within 14 days, anoth- 
er winner will be chosen. By accepting prizes, winners grant per- 
mission to use their name, pnotogiaph/likeness for advertising and 
promotion without compensation,' (except where prohibited bylaw). 

4. PRIZES: (1) Grand Prize Neo Geo Home System with Art of 

..... .., --13$ 





Fighting cartridge (approx, retail value $899), (25) Art of fighting 
Super NES Game Paks (approx, retail value $1,750), (250) T- 


Shirts (approx, retail value $1,312), and (1,000) Pins (approx, 
retail value $1,000). Prizes are non-transferable and non- 
exchangeable. Total retail value of Prizes $4,961 .00. 

5. ELIGIBILITY: Sweepstakes open to all persons who are resi- 
dents of the United States except employees and their families of 

Takara U.S.A. Corporation, Ambassador Marketing Group, Inc., Name* 
and their suppliers. Void where prohibited by law and subject to 
applicable federal, state and local laws and regulations. 

6. GENERAL CONDITIONS: All taxes are the sole responsibility 

of the winner. Takara reserves the right to cancel this promotion Add re 
at any time with appropriate notice. 

7. WINNERS LIST: For the names of the Grand Prize and First 
Prize winners, please send a self-addressed stamped envelope 
after January 3 1,1 994 to Ambassador Marketing Group, Inc., 

P.O. Bor252; Pafamus, NJ„ 07653-0252. 


Jump feet first into the hot action - 
enter the Mean Streets Sweepstakes. 

You could win one of the following prizes: 

• Grand Prize - Neo Geo Home System with Art of Fighting Cartridge 
• 25 - 1st Prizes, Art of Fighting Super NES Game Paks 
• 250 - 2nd Prizes, Art of Fighting T-Shirts 
• 1000 - 3rd Prizes, Art of Fighting Pins 

SPECIAL FREE GIFT! 

WHILE SUPPLIES LAST. 

Every entrant receives a FREE MEMBERSHIP in the new Takara Game Masters 
Club. Each membership includes an Art of Fighting Kit with a cool poster; a 
Mean Streets strategy guide and lots more. Just send in an entry form and get 
hit with a kit! Allow 4-6 weeks for delivery. Entry forms must be received no 
later than December 31, 1993. 

OFFICIAL ENTRY FORM 


Age 


City 


Zip 



PLACE 

STAMP 

HERE 


Ambassador Marketing Group 
P.O. Box 252 

Paramus, N.J. 07653-0252 


1AKARA 

Video Game Division 



Suit Gundam is a must buy for patrons of th« 
Import market or collectors of this popular series. 
Not only do you get a pretty cool gome, but the col- 
orful Japanese boa looks neat In your 
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(Nintendo) 


Jump feet first into the hot action - 
Wp enter the Mean Streets Sweepstakes. 
W You could win one of the following prizes: 
P • Grand Prize - Neo Geo Home System* 
with Art of Fighting Game Cartridge 
• 25 - 1st Prizes, Art of Fighting Super NES 
Game Paks 

• 250 - 2nd Prizes, Art of Fighting T-Shirts 
1000 - 3rd Prizes, Art of Fighting Pins 


ENTRY FORM 

Send to: Ambassador Marketing Group 
P.O. Box 252, Paramus, NJ 07653-0252 


Name 


Every entrant receives a FREE MEMBEF 
SHIP in the new TakaraGame Masters 
MB' Club, while supplies last. Each member- 
wjT ship includes an Art of Fighting Kit with 
W a cool poster, a Mean Streets strategy No 
’ guide and lots more. Just send in an 

entry form and get hit with a kit! Entry JS™ 
forms must be received no later than Fighting Car 
December 31, 1993. kil.'NeoGeoi 


Address 


Employees and their 


i lor prizes: Neo Geo Home System with Art ol 
<$1,000). Allow lour to six weeks for delivery of 
this promotion in any way. GF 


Based on the super-hot 
NEO-GEO coin-op, Ryo and 
his friend Robert need all 
their strength and skills in 
South Town to rescue Ryo's 
kidnapped sister. They 
must battle and defeat 
the toughest villains ever 
assembled. All these fight- 
ers are big, powerful, 
strong - each'with special 
skills you'll love to use. 


Huge graphics plus 
blazing-fast animation 
Cinematic zoom-ins and 
zoom-outs 

Big cast of characters - 
2 heroes and 8 others 
Dozens of secret moves 
to discover and master 
Extended stereo sound 
effects 

For 1 or 2 players 


Video Game Division 


230 Fifth Avenue, Suite 1201-6, New York, NY 10001 
Tel: 212 689-1212 


Nintendo®, Game Boy®, Super Nintendo 
Entertainment System®, Super NES®, and the officiaL 
seals are trademarks of Nintendo of America Inc. J 
© 1992 Nintendo of America jM 

Art of Fighting ™ 1993 SNK 








is Magic. tBe new 
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YOUR actions determine the outcome of the opening story! 
A vast world to explore in this ultimate RPC adventure! 
Help love triumph over the might of the Sinistrals! 


Mintendo, Super Nintendo 
Entertainment System and 
the Official Seals are registered 
trademarks of Nintendo of 
America Inc. ©1991 Nintendo 
of America Inc. 


TAITO” 

THE ONLY GAME IN TOWN. 




macys 

WERE A PART OF YOUR UFE ' 


WERE A PART OF YOIR I 
(SELECTED STORES) 




SBkaUcJLm mOI/IES-flTHOmE 


(Department Selected Stores) 
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THE ELIMINATOR 


The 1st & best fighting 
joystick to offer compatibility with both the Sega-Genesis & 
Super Nintendo systems. With adjustable turbo 

speed & a slow motion option, this Alston 8-button con- 
troller will make you the champion of the upcoming 6-but- 
| ton Sega-Genesis games. On games like MORTAL KOM- 
| BAT & STREET FIGHTER II, if you don’t have THE 
| ELIMINATOR, you better be ready for defeat. 


• \ 

This is the 21st Century, what 
are you doing with a cord on your joy pad. Alston’s ad- 
vanced cordless technology will allow you 180 degree move- 
ment with a 30 foot range of motion. Add turbo and 
slow motion options & the SUPERSONIC gives you maxi- 
mum fire power and control. You will be bored-less when 
you play cord-less. Both SNES & Sega-Genesis are avail- 
able now. 


SUPERSONIC 


3 Alston currently has Distributors throughout the United States and Canada. For dealer information, please contact your local distribu- 
a tor, or Alston directly. For Alston product information call (714) 572-0888. 







Alfalfa 


GAME^POWER IP 

HEADQUARTERS 


INGRAM ENTERTAINMEN1 


MEGAVERTER 


The latest Alston technology makes it 
possible to use your SNES controllers to play both the Sega-Genesis 
16-Bit & CD Systems. With the introduction of the Megaverter, your 
favorite Super Nintendo joystick or joy pad will now offer the same 
excitement for the Sega-Genesis Systems. So, when you SNES 
gamers are ready to play the new Sega-Genesis 6 button games, don’t 
buy another controller, save yourself some money and buy the new 
Megaverter. Run out & buy the new Megaverter so you can enjoy 
both the Sega-Genesis & SNES games with your SNES controllers. 



Included in every Alston product 
package are 2 scratcher game 
pieces. These game pieces will entitle 
the bearer to a variety of prizes. With winning game pieces 
revealing prizes ranging from various Alston products, to 
the Grand Prize, a Sega-Genesis CD system, Alston makes 
you the winner. Purchase an Alston product today, and test 
your luck on the scratcher game pieces. These game pieces 
are void where prohibited by law. 


CONTROL THE WORLD OF GAMES WITH ALSTON. 





GAMETEK 


line! liniii 9 § 


"One of the hottest, and most realistic racing qames available for the super NES. 
eye popping graphics, incredible game play, responsive controls, loads of options, 
... FIVE THUMBS UP!" 

-GAMEPRO 

"Nigel Mansell's World Championship Racing is a first-rate racing video game, 
with lots of detail, great graphics, and compelling play mechanics..." 

-ELECTRONIC GAMES 


'This is the best racing game on the market.. 


-THE MIAMI HERALD 


"Nigel Mansell includes just about every option you can think of in a racing 
game... Gametek is challenging for pole position of Super NES racing games..." 

-NINTENDO POWER 


AVAILABLE FOR SEGA GENESIS AND THE NINTENDO ENTERTAINMENT SYSTEMS 

™ v. SBMSEMj - 




Gome Hint and Tip Line: 1 -900-903-GAME (4263) 

* 80c per minute charge * Touchtone phone required * Minors must have parental permission before calling • Available 24 hours 


Licensed by FOCA to Fuji Television. Source codes ©1993 Gremlin Graphics Software ltd. Packaging ©1993 Gametek, Inc. Gametek is a registered trademark of IJE, Inc. 2999 NE 191st Street, Suite 500, 
North Miami Beach, Florida 33180. All rights reserved. SUPER NINTENDO ENTERTAINMENT SYSTEM IS A REGISTERED TRADEMARK OF NINTENDO OF AMERICA INC. ©1991 NINTENDO OF AMERICA. 
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HEY! IT'S MADDEN F00TBAL1 FRIDAY! 

EA SPORTS HITS THE F^LD N0U.19TH WITH THEIR [ 
NEW MADDEN NFL ‘94 ON BOTH GENESIS AND SNES 


ISO INSIDE 


S OF BARKLEY 
iSARY ROUGHN 






T his month, I’m writing my col- 
umn the day after the legend’s 
arm died. Nolan Ryan’s farewell 
tour was cut short by about two weeks 
when a ligament popped in his right 
arm. Ryan has been a class act since the 
day he walked on to the field at Shea 
Stadium many moons ago. As I sat back 
and reflected on what he has meant to 
baseball, I started to ponder major 
league baseball’s present and the future 
of the game. The 1993 baseball season, 
by most accounts, has been a financial 
and marketing disaster. As unrestricted 
free agency and short term contracts 
begin to establish their stranglehold on 
the game, faceless players are com- 
manding big time salaries and the 
names that put the fannies in the seats 
are literally bouncing from team to 
team, acquiring tons of frequent flyer 
miles and have real estate agents in 
every major city. Oakland A’s fans are 
wondering where their team went, sea- 
son ticket holders in San Diego don’t 
even know if the ball park will be there 
at the next home game and Dave 
Winfield, one of the greatest players to 
ever play the game, just got his 3,000th 
hit as a member of the Minnesota Twins 
while most fans still think he’s with 
Toronto and are going to be surprised 
when he’s not in their playoff lineup! 
We have lost the very core of what 
made the game of baseball America’s 
pastime; stability. Paul Simon once 
asked; “Where have you gone Joe 
DiMaggio?” The answer for the average 
“superstar” ball player in the 1990s is 
that he went for the big money in LA, 
developed an attitude, punched a 
woman and has retired because of nag- 
ging injuries (and two tries at drug 
rehab) at age 32 with a fat insurance 
policy income from Lloyd’s, a guaran- 
teed salary through the year 2020 and 
an astronomical income from his adver- 
tising agency for “just do(ing) it”. Is it 
any wonder the seats are empty and TV 
revenues are down? I’m beginning to 
long for the days when the athlete was a 
number, not a personality. You don’t 
want to raise our kids? Fine. ..I don’t 
want you to buy your autograph for five 
bucks a throw or wear your neon 
shoes... have we got a deal? 


Here it is, the prized jewel of the Madden Football Friday / v 
(November 19.. .mark 1 your calendar!) lineup, Madden NFL 
‘94 for the Genesis.. .but is it really the best football game? 

The answer to that question depends largely on your per- 
spective. Madden NFL ‘94 is a great game; If you didn’t buy 
Bill Walsh College Football, go (Duy Madden now. If you did, 
then read on... ^ < / / ' 

The Genesis version of Madden 94 is different from the 
SNES title in that it makes use of the graphic engine devel-\ 
oped for Walsh and it is 16 meg, versus the 8 meg worth of ; / 
chips found in Walsh and Madden SNES. I\fladden Genesis 
also has battery backed-up RAM, which is used to store 
your season in progress but does not keep statistics. The 
game does feature 80 teams that you can play through a 
season with, including franchise teams, and 72 different 
offensive plays. . ^ S I j \ >0, 

The Genesis version of Madden NFL ‘94 is a tremendous ^ 
game of football with great graphics, animation and excel- 


lent computer game play. They have improved the passing 
mechanism to the point of near perfection and the new 
point of view allows you to freely pick-out receivers in the 
open field or when using/ the. passing windows. The game 
alio moves forward the traditjion of pin point control that 

I Ll ■ I i_ _ M. JL1 n n I _i mil. _ 


has been the hallmark of the Madden series. When you 
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play Madden, you feel and know tfiat^you are t^e master of your 
own destiny. , N ZL 

Thd only issue I have with the game is that it ddesn’t track statis- 
tics or league/lfeaders. This is what mUddies the waters somewhat if 
yoii’re a WajSh owner. Are the NFL license and the great teams rea- 
son enouglTto buy Madden in addition to the college game? Also, 
for owners of both thp Genesis and SNES, you hayejai real decision 
on your hands. Graphically, I prefer the SNES Version over'the 
Genesis ti^le and tKere are control and game play improvements in 
the SNES game that equal and, in some cases, surpass that found 
in the Genesis Madden. Tomome, these comparisons may seem 
kind of picky, but football game development has gotten tola point 
where it has become these issues that separate the wheat from the 
chaff. & 

' All this adds up to is a problem that most publishers can onlyj 
diteam about having. ..three of the best football games ever made alii 
competing against each other for the title of, Football Game of Thd 
Year. The question is, which one do you dhoose? The answer of 
any Spoils Editor worth his salt would be "all three, of course” (this 
answer really warms the cackles of EA’s heart)/but the average 
sporte gamer will have to make a decision. In any^case, you can’t 
loee. Jt’s just ajmatter of which way you/want tojjlay! - Talko 
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QUARTERBACK 



THE ONLY WAY TO PLAY THE GAME! 

I 

SUPER MEMO genesis GAME BOY v^MCICHIT! 

entertainment inc. 



— — 


Tecmo Super Bowl j 

on the Genesis is a I Os I 

straight ahead arcade ^ I I 

football acqqn/^lts 1 .'*#"■ 

finest. The 'Genesis ' /( ^ 

version is essentially a direct port from the ’ ~ , 

old NES game, but with enhanced close-ups and a few options not found in the 8- 
bit title. When compared ttj the latest versions of Madden, Montana and Walsh,'the 
graphics and simulation qualities of Tecmo Super Bowl are not equal to the lofty 
standards set by those titles. What TSB does have, however, is an addictive quality 
to its arcade action that iO enhance# by the ability to play with all of the NFL players 
and teams and to save your season, stats and league leaders to battery. 

The inclusion of these save features is critical To the success of the game. This is 
what,keeps you playing TSB and gives you a level of interest beyond beating any 
particular team. The ability to play a fast action, arcade football game with stats and 
a progressive season is what makes this game fun and a(so what separates it from 
the competition. If you are asking yourself Whether you should buy TSB or the new 
li/iadden or Mdqtana, my answer is this; unless V 9 U are a heavy arcade-only game 
player, TSB tsxn'ot going to satisfy your football heeds. On the other hand, I can’t 
imagine any football fan not wanting to own this game. Don’t be put off by Tecmo 
Super Bovi/I’s 8-bit loojt. This game has play value to burn and season play and 
accumulating stats thatjnake you want to play it again and again. -Talko i. 
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Finally! The ultimate soccer simu- 
lation has arrived and, as you’ve 
probably guessed, it comes to the 
Genesis courtesy of EA Sports. 

\Tfie options list in FlfjA Inter- , \| ( ' y" 
national Soccer is long and varied. Tpe game features tour- 
nament and'Jeague modes with EA’s new 4-Way-Play adapter 
fully supported, manual, or computer controlled goalies, 
instant replay, scanning goalie and corner kick windows, dif- 
ferent 'weather conditions, and the ability to configure teams 
in different offensive/defensive play formations. Every inter- 
national learn is rated in six different skill areas and there’s 
even an EA A|l Stars team comprised of some of the produc- 
ers, marketing people and, programmers and artists that 
helped produce the game. 


this greattitle in the December edition of Gamp Fan Sports/ 
/\'\ when Dr, E will tackle the game ! 

Pf««*lf|»|'. head on‘ .and show you 

America is about to get a heavy 
* duty case of World Cup fever. 

’ ' \'r ".A }\ -Talko 
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g' the new, behind the quarterback. 
r \hew), a |ul| NFL season' With play- 
£tics saved to battery backed-up 

J animation, fantastic closed 

an improved passing game. It’s been 
eprs since the original Montana 

. over this period of 

peen playing catch- 

^dden>se^iles by jEA Sports, 
gs had the technology; with 
■*sj Sportstalk'and the like, 
s always went to x 
, _ . — TW _. v ^9««9tarriAg0pfe 
attempting to change that and. 
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RAM. unparalleled 
lips and animpro^i 

Football W;a^'released. ,0 
time, Segas paries has, 1 b 
up with the Maddei 
Sega has alwai_ 
digitized players. ^ 
but the garneplay 1 
Madden. NFL FootJ 
Montana is \ " 

! fropi what we’ve se 
may have just created the World c|a|s 
de they need to launch their extensiv 
of spprts titles .for ‘94. We Wilkbe 
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esis fani can now experi- 
ence; the thrill of Jecmo 
Sup K ^ NBA Basket- 
^ ! ball, the tob selling ^ 
^ and be&t playing 
basketball game 
/ on the SNE^i 


/ £ainrie play with 1 the best play mechanics dm: f}l^-bit ba^ketba 
league leadejrs 'board that keeps track of : offensive arid defc 
. The I^BA teams have beenupdated to include all pf l^t year’s 
the exceptioi? of 199^'bff-season roster movds and player stoti 
as\well. I hafebfen looking fapfarp to this game fof the last j 

I 


bit basketball game and an 
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r and am hopeful that 
eat game that it is will 
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A//-/L” 94 is Gilmour deking by Belfour 
A Maclnnis blast from the point. Robitaille 
crushing a one-timer 
Moog smothering the 
puck with a double 
pad stack. Lindros 
enforcing with a per- 


fect board check. Yzerman going back door 


You get the new NHL expansion 
teams: the Mighty Ducks of 
Anaheim and the Florida 
Panthers. Plus digitized player 
images for every NHL starter. 


New animations 
really deliver 
the impact. 
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PENRLTV SHOT 


It’s the hottest fastest, most realistic hockey action 
ever Penalty killing. Wrap 
riuSffl around shots. 

..ir~<\ii Control of goalie 
'Hoi'll moves. Plus 4 Way 


Play for tournament 
raging. Visit your E A SPORTS 
dealer or call [800] 245-4525 
anytime. And deke your 


brains out. 


soon 

Super NES? 


Now you can go one-on-one with the 
goalie if you're tripped up on a breakaway. 
The pressure's on, the crowd's going nuts. 
Do you have what it takes to make the 
siren wail? 


£*\SPDRTS. 

If it's in the game, it's in the game " 
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i %j a ^ y° ur f(ani<fer<iiymotion (f) erf 
&ti'vhg side in th^t'the flanker willel 
greater chan^fcf oflsreaking free^i). 
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l/down the fielc^.i I recommend bhfDosiqg audible^ that' giyr* 
Edibles I ^vork vujth are; Pro-Form (Crossing PassWdL Sh 
bu ore in |^jfNj } and long aikiatjpb where the defense, is 
pern (cl); I^ooK. for the deferrf;e!'s/audible (e) ancKthen, if th] 
* Shol^u rafpo'T ossWg). The j<by with the v auaibie system f 
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' The SNES version of TecmQ Super Bowl arrived in 
* our offices the other day and^ my life hasn't been the 
same since! Not simply a knock off of the Genesis 
y..\ ..W or NES titles, the SNES game offers additional fea- 

tures not found in those games. T&B has Mode 7 
s younc s-.cf k Toieepi nfose-ups, additional player animations and mj^re 
dolorful graphics than its NES or Genesis coustos. 
The game also features the same great arcade style 
game plhy and season and player statistical track- 
JjjJ ing. Thajpcus in Tecmo Super Bowl has been 

placed on creating a fun to play football garhe that 

1! provides the player with long term objectives that 

spice up the gamp and give you other reasons to 
play other than just beating a single opponent. The 
yv i ? , ,JtV play book is extensive and the options list and sta- 
y tistical tracking is impressive. The only noticeable 

omission is an instant replay feature. Tecmo Super 
Bowl is scheduled to appear on retailers’ shelves in 
November and your best bet is to pre-book now 
because, along with the new Madden 94 on SNES. 
this is the cream of the Nintendo football crop and it 
will move quickly. - Talko : 1 

i-x 'Si 


gjT 92 TOLBERT 




. 







hlilOSO (AtOKhtf 


a 


SPORTS 


HIM' 

NOW 





In November of 1991 , Tecmo launched the original Tecmo Super Bowl. The demand for Tecmo 
Super Bowl was so great that most stores sold completely out of stock within a very short time. 
We strongly suggest you contact your local game retailer and reserve your copy now. 


Licensed by Sega Enterprises Ltd. for play on the Sega™ Genesis™ System. Sega and Genesis are trademarks of Sega 
Enterprises Ltd. ©TECMO, LTD.1 993 TECMO® is a registered trademark of Tecmo, Inc. 





©1993 NFLP 

SUPER BOWL and NFL Shield Design are trademarks of the 
National Football League. 

©1993 NFLP A 

Officially Licensed Product of the National Football League Players 
Association. 

Nintendo, Super NES and official seals are registered trademarks of Nintendo of America Inc. 

©TECMO, LTD. 1993 TECMO® is a registered trademark of Tecmo.lnc. 

* The actual sales date at retail stores may vary. Please contact your local video game retailer for the exact sales date. 
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Pass, the Dramamine, Walter! Cheek out the gams on Chrissi Ow! My knee, mV knee! 

V '! ,1 ' . / • \\ , VV 


gone as far as they can go on 16-bri. Then, we received Davis Cup Tennis ir&Wi.<dr 1 
Tengen and Wimbledon Tennis frobi Sega. These two titles essentially rede- 
fined video tennis for a new generation on the Genesis. 

Now, Telenet of Japan arid WpKteam take tennis to an entirely new level with j / 
their DSP Tennis (working' title) for the SNE^ For lack of a better term, this 
game is “sports role playing” in that the game allows you to play through an 
entire career, from the clay and asphalt of ybur4boal tennis center to court #1 at 
the majors. Along the way, yoiyre offered encouragement from your coach (and 
/ [ v criticism) and cash awards for matches where you are victorious, all saved to 
the game’s battery back-up. s * •" ^ X \ / ( 

What separates this tennis game from thei rest, however^ the 3D environment 
and the incredible play mechanics. The g^me environment can almost be celled 
“virtual [reality” in that the way the horizon lineadjusts tb the height of the ball 
is jusiJIke you were moving your head to see (t. If you are to succeed in the 
game^ ybu have to be able to follow the ball to the point of impact (Whether that 
is the court or your racket) and make your shot selection based'bn s y 0 ur loca- 
tion on the court, -the position of the computer player and. your proximity to the 
ball. /[ 7 ' \\X0f 

The other key to success is managing your shot selection! In DSP Tennis, ypul 
cgn; hit with top spin, cut the ball, lob, hit flat shots and diiject the ball jpfO\ 
right, deep br short. The game plays like a dream and, for pnyone who has! 
played competitive tennis, all of the strategy, movement and/ skill rpqpi^dSo 
succeed in the real thing is required of you in this game. j a'// ' 

When reviewing a sporty Tlths, !‘feel” is probably the most impdrtaiit aspect of 
the game and it is the hardest to define. Telenet and Wolfteam have got the 
“feel” of tennis in fjhjS/$ame and, when you combine that with the true 3 fc) per- 
spective, you .have the best home temjli game ever made. - Talko ' y |j } tf'y 


mmn 


\ 1 



VW - if 

4 \ 



•> - -A VJ 

1 

J 

>>) 


^ A A ? 

MM 



s >3' 








UPPis 




nasty, nasty day on the links. / I 

The game play in this title is similar to the previous - ',, r pages' • g^gpj I SRpalsSh • fiapp 

TftE Soft golf games in that you have a pseudo first }~ - — — '<r*j — ! — / 

person perspective in a polygon world where the 

camera adjusts to follow your ball. You can play in tournaments, skins matches and stroke play and 
you can keep track of your individual stats and resume play in the middle of a round. 

From the first hole on, you are faced with challenges that range from greens that /are elevated over 
100’ in the air to stalactite fields in the middle of a fairway and lava beds. If you don’t map out a strat- 
egy fpr each hole, you’re going to be looking at scores in the mid-IOOs and up. It definitely isn't a 
matter of ’’grip it and rip it", for example; there are holes on the course where, on a par 5, ypu have to 
tee off with a wedge! If you, try your driver, you’ll end up, in a lm|e < / \ i ^ 


corner of golfing hell that you may never escape. 

Wicked 18 is the best in this series of games. The graphics are coior- 
’ ' ■ ■ - fql and the screen update is fairly quick. It 

. . is the game play, however, where W1|B really 

m shows its stuff. By incorporating unique fan- 
tasy elements into the game, T&E Soft afid 
Bullet Prdof have produced a golf game 
that will appeal to casual enthusiasts and 
dedicated golfers alike. Tee time is 
October-good luck! - Talko 
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Power Le^sue Baseball is the newest entry into the crowded 
Super Famicom/SNES baseball game market. I know... I can here you 
out there With your collective sigh; "Oh, no not another Japanese 
baseball game with those little fat characters" (dunga, dunga 
dung...dunga dunga dung). Before you blow this game off, however, 
read on... 

Power League is a Very impressive game. In fact, I’d have to say 
that it is the best Japanese baseball game that I have played. Yes, the music is 
obnoxious but the game play just won't quit. The characters are drawn and ani- 
mated like adult athletes, not little, fat kids from the planet Scfuatto. Home 
runs are treated with the emphasis that they deserve, the players can actually 
throw the ball to the desired base without it bouncing thirty times and the 
game features all of the Japanese professional teams with a full season to bat- 
tery, stats and league leaders. / , ! . ' 

The league leaders option js one of the coolest things in the game. It is 
treated as a post-game sports highlight show where the current game is ana- 
lyzed, the standings are updated and the batting and pitching leaders are 
shown. In addition, the show’s hostess treats ybu'-to instant replays of all home 
runs in the game. The game also features a home run contest, multiple stadiums, day and night N v', 
games and the ability to edit teams. Best of 'alt. Power League makes you feel like you are in t 
game. A shutout has to be earned through excellent pitch selection and knowing the other plac- 
ers’ tendencies. A home run is not just a matter of good timing but must also take into account 
pitch location and recognizing where the opposing pitcher is trying to work the ball. 

Hudson Soft has designed an excellent baseball simulation that pays attention to most of the 
details that make the grand ol’ game America’s (and Japan's) national pastime. Power League is 
scheduled for American release in late ‘93/early ’94. let’s hope that Hudson Soft of America gets 
the Major League team ! and player licenses. If they do, then baseball fans will rejoice at being 
given the first true, fun tp play, baseball simulation on a home system. - Talko 
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• “So real it Hurts!” -Nintendo Power 

• “Some of the best graphics ever seen in a sports game.” -Game Pro 

• "... a blast to play.” -Game Players Nintendo-Sega 

• "... as close to the ring as I want to get.” -Game Informer 

• “... sets new highs for realism and audiovisual effects. From now on all 
other boxing games are obsolete!” -Arnie Katz, Editor, Electronic Games 
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I€S owners reydk^ptfl Sports 
hds comp, through For you 
agatov Fir^t, uie geb-thd 4 
overhauled, revamped and 
highji/ enjoyable Madden 
NFL : '94 and nouj NHL !94 can 
pn'ihe heuj Genesis version 
fig checks 
lot really; 


»t tool Many of^thefeatures found on the neui Geqes 
>NieS as, Season stats. penalty Shots, bone-jarli 
ime play' ! an|' dll included, "iyslpto n|me n 

oppeoFcince and the players ore so detaile^ASiuear 
5 players' Faces! OK you say, enough about the pretti 
lays like you would if/you had the coordination sp^ 
oh<| presence oF the gredt one or.the'fl 

■ Moriol The skating, passing and oil 1 

You'll develop over the course ofjhe si 
moke coming back for another season < 
enjoyable! Here's a most helpful and .. 
\ tipiap^hterin^ tfie/puck, IMMEBjfr 


ble on someloF tl 
does it plojki? it' 

' V r T In . 


^practice , 
tryinglh 
nkesl NHL 94 is 
video game?.". 
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Everyth 
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effects and k 
animation. Vou 
not hearvfrocr] 
again until tht 
meltslv'S£>r>e 
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jaleco 

BASEBALL 
2 PLAYER 
12 MEG + DSP 
AVAILIst QTR. 


Here’s a sneak preview of what could be 
the best baseball game to appear op the 
SNES, Jaleco's Super 36 Baseball (woridng 
title). This game breaks all sorts of techno- 
logical ground in that it is jt he first game to 


use Mode 7 in both a horizontal and verti- 
cal plane simultaneously (thanks to the on- 
-board DSP). The end result, as you can tell 

by the accompanying screen shots, is sort of a “Virtual 
Reality'’ where you play the game, almost entirely, in a pseu- 
do first person/ 3D environment. As cool jas this technology 
rrtayf/be, Jaleco didn’t just load the garhe with whiz-bang 
v ; .AF.a v / & V- y \ A. 


graphics and forget the game play. The game will 

4-#% nlou 0% full mitU ctonrlinnc onH ctatietir< 


to play a full season with standings and statistics saved to 
battery backed-up RAM'end player control is excellent, 
which is rare in a Modern .7, environment. We put together this 
preview from the Japanese version of the game. Currently, 
Jaleco USA is tweaking with the gOme and working all of the 
bugs out to make it ready for theilemanding American mar- 
ket. Look for the game to appear on these shores in the 
spring of ‘94. Talko ,1 /'I 
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Project Bai 
ribbler. Xh* 
characters 
nature ol 
game will 
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Segg/Genesis. Tilt's g<apie has 
^ry interesting hi^ory>Back in t* 


kMhe honored, fo< the g 
h those new systegi bwn-4 
•s^who may bavejt^y^r 
layed the game agd to L 
>yive sweet rnen^ortes for 
rose of ^%no have 
ready^finjoye^t' them, 
irst offkje blow the dust 
K^of ihje ^original Joe 
ontabrFpptba 1 1 for ke 
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w, £>ega o* America nag 
thrg^diffefent versions^ 
thexg£/he in development 
^nd none of the titles 
^ere what they., Yjad 
bgped for. Irvthe nYean 
tihie, ParkMP^c^ and 
Electromo Ark yi/ere fin- 
ishing th\jt>rig 1 nal John 
Madden Football and thl 
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mo CHILDISH CHARACTERS... 
mO MAGIC WEAPONS... 

JUST REAL-LIFE COMBAT 
im A 20X20 WAR ZOI\IE... 
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If you're finally ready for a real challenge, get off the asphalt and step into the 
ring, where Riddick Bowe is King — and you're just another two-bit contender. 

But be warned! Red leather does things to your face you can't even imagine — 
especially when it's attached to the business-end of a 6'5" battering ram with 
the burning desire to cram your mouthpiece down your throat. 

So if you think you've got what it takes to bring down Big Daddy, put on the 
gloves.. .and leave the dreamland fighting to your little brother. 


THE RING. 



Be "Big Daddy" in 2-player mode and clean your 
buddy's clock with jabs, hooks, uppercuts and 
rib-cracking bodyshots. 


Create your own boxer — from the color of his trunks 
to the power of his punch — and go from a no-name 
punk to a top-ranked contender. 


unload on the 


ALSO AVAILABLE ON 


COMING IN DECEMBER FOR 


new pair of super-lite noggin-splitters, or go a few 
rounds with the mega-gym. 


RIDDICK 

■Wl 


BOXING 


Battery back-up allows you to create and save up to seven 
of your own contenders in Career Mode 
25 ranked fighters and 65 boxers in all — each with his own 
personality and fight style 

Fighters age realistically throughout their careers 
Individual body and head damage meters 
Cool blow-by-blow sound effects 

Extensive punch selections — even blocks and verbal taunts 

Individual round and career stats 

The largest boxer graphics on the Super NES® 


a 




2755 Campus Drive, Suite 130 - San Mateo, CA 94403 - Tel: 415 525-3000 


. Seqo, Sega Game Gear, Sega CD and Genesis are trademarks of Sega Enterprises Ltd. Nintendo, Supei 


nt System and Game Boy are registered trademarks of 





Low Forward 


Fierce Fireball 


Backdoor Roundhouse 


Standing Fierce 


F-Dragon Punch (3 Hits) 


Roundhouse 


Standing Roundhouse 


Tiger Knee Crush 


Roundhouse 


Standing Roundhouse 


Tiger Uppercut 


Low Short 


Buffalo Headbutt 
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Double Rollins Sobat 


Forward 


Machine Gun Upper (4 Hits) 


Fierce 


Tap all 3 punch buttons 
rapidly during the 
Machine Gun Uppercut 
to recieve the full 
effect!!! 


Thrust Kick 


Standing Fierce 


Cammy 


Roundhouse 1-2 Kick (2 Hits) 


Low Fierce 


Use this killer combo to dizzy your 
opponent. After this, decimate 
the enemy with a tripple hit Rekka 
Ken (Running Punch)!!! 


Fei Long 
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Once again, here we are In Quaker Crunchers shb\ 
local arcadES and thE latest cornus for the newest 
game of all time. Street Fighter ^M/Nle 3uper,St( 
arcade scene with a huge rumble. MppityUirtie f 
have received the game, played it for aRamri lOOl 
show you these exclusive combos thawmi won't fir 
tion, or anywhere else for that matter ^because youi 
discovered the best and only combos seen to date t 
correctly, they will Improve your game play by abo 
cool ending shots from the new characters. One 

a erts out there is. If you think you've discovered I 
ew combo that we didn't show, send It In! Sh| 
ibo and. If It's effective, we will show your coJ 
name will appear next to that combo. The Enquirer 1 


MfVhat's hot at your 
■W the most popular 
■Her has Just hit the 
uSy K. Lee and myself. 
Mid are now ready to 
lea other game publlca- 
llwnd Mr. Combo have 
laL work. If mastered 
tuSuso. check out the 
fBr for all you combo 
tw combo or have seen 
explain how to do the 
Hocus Pocus and your 
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CALL: (213) 680-8880 

9 Fax: (213) 621-2177 or (213) 628-9202 


YOUR #1 JAPANESE & U.S. VIDEO SAME DISTRIBUTOR 



SFC FATAL FURY 2 

RELEASE: NOVEMBER 


NEO FATAL FURY SPECIAL 

RELEASE: NOVEMBER 


SNES EMPIRE STRIKE BACK 

RELEASE: NOVEMBER 


TURBO DUO CASTLEVANNIA X 

RELEASE: NOW 


SFC DRAGON BALL Z (2) 

RELEASE: DECEMBER 


SEGA CD THUNDERSTRIKE 

RELEASE: NOVEMBER 


GEN DAVIS CUP TENNIS 

RELEASE NOW 


GEN DASHING DESPERADOES 

RELEASE NOVEMBER 


WHOLESALES & 
INTERNATIONAL ORDER: 
CALL: (213)680-8880 
FAX: (213)621-2177 


NEW AMIGA CD 32 

RELEASE: N D W 


AMIGA CD PINBALL 




SF 2 KEYCHAIN 
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ve been hearing 
ut It for the 
past year. We've 
been waiting to see 
If the technology 
was really as 
advanced as they 
said it was. We've 
debated its merits 
and marketability 
and turned over 
every rock to find a 
review unit. Finally, 
it has arrived_3DO! 
As you all know 
by now. Crystal 
Dynamics' Crash & 
comes packed-in with the system and it will 
be the only real action game to be available until 
CD releases Total Eclipse In November ...this is not a 
problem. Crash & Burn, In addition to being the most technically 
advanced 3D game to ever appear on a home system. Is an 
Incredibly addictive, challenging and fun to play game. There are 6 
different circuits to master with 30 tracks and a number of 
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different weapon 
systems to choose 
from. The game play 
is sort of an 
advanced version of 
Road Rash but it is 
MUCH more sophis- 
ticated. Playing this 
game is like being 
beansported to 
PgfnyMystical gam- 


in the intro, anu Twscng'C 
creens' is perfect 
ie weapon selection! sere 
i animated sequence*©® 
jour vehicle. The design te 
thing we haven't seen befoi 



1 215/ 



^ ' 1 - 
f i.i 4 







/ in a game. In^; 
v ' Tournament mode. & r tJsL , A 
,gour progress is saved to •> • ^ 

the unit s memory. The 
game allows you three continues but the 
catch is that, when you use up the contin- 
ues, the game is erased from memory. This 
feature adds to the challenge of an already 
difficult game. The keys to the game lie in 
understanding the different drivers' 
strengths and weaknesses and in planning 
your weapon selection. Once you are on the 
track, you've got to know when to shoot 
and when to simply move past trouble. Also, 
keep an eye on your meters. If you're flash- 
ing red, it's time to hit the pits and 
always watch your rear 


view_ rmrri 
course " n 


jES^. li riSS ‘ 
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They will let you know if you have time to pit without losing your 
place or if you have to try and make that last lap with flames “ 
shooting from your car. Crystal Dynamics has done an incredible 
job in a short period of time and have established a bench mark on 
3DO that should have gamers everywhere frothing at the mouth for 
their next release. I have seen the future and the future is 3DO... - Talko 
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Remember when you made the jump from 
Dit to 16bit? When you sat in front of the TV 
aring at Altered Beast in total amazement? 
ell, that is the same feeling you’ll get the first 
me you play Crash n’ Burn on the 3DO, 
nly magnified by about 10 times. Now 
lat we actually have units here at Game 
in I can honestly tell you that this truly is 
le next level... and then some. Also pack- 
jed with the unit is everything you see 
slow plus a whole lot more that wouldn’t fit. 


Welcome 
to the 


HI 

m 



There is stuff 
to play 
with, pre- 
views to see 

and actual cartoons to watch, and it is 
all far beyond anything we are playing 
today. Now we’ll sit back and wait for 
the games since they are ultimately what 
will decide the success of the system. The 
hardware itself is absolutely mind bog- 
gling! See you next month with more 3DO. 







Two titans of terror are about to square off in 
the most fearsome fighting the galaxy has ever seen! 

As a Predator 
Warrior, you’ll 
battle dozens of 
deadly, double- 
jawed Alien beasts 
bent on your annihilation. But you’re ready. A cloaking 
device makes you instantly invisible. You’re armed to 
the teeth with spears, lasers, wristblades 
and killer kick-boxing maneuvers — weapons 




AcIiVisioH 


you’ll need to survive ten treacherous levels of 
claw-to-claw combat. 

Overcome 
swarms of Alien 
drones, warriors, 
chestbursters and 
face-huggers and 
you still face your ultimate challenge: a monstrous battle 
with the Alien Queen! Alien vs Predator, now face to 
hideous face for the very first time on your 
SNES and Game Boy, only from Activision. 



ALIEN VS PREDATOR IS AVAILABLE IN GAME BOY AND SNES FORMATS. TO ORDER: SEE YOUR LOCAL RETAILER OR CALL 1-800-477-3650. 

Alien and Predator TM & © 1 993 Twentieth Century Fox Film Corporation. All rights reserved. 
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The Game Gear just keeps getting better 
and better. Son of Chuck is another great 
second generation winner. Developed by 
Core for Tengen, Chuck two rivals a lot 
of today’s 16 bit games. It has great 
color, excellent control, Genesis quality 
graphics and OK sound(that’s all the GG 
is capable of). Although this version 
doesn’t sport the special effects found in the 


Genesis cart (how could it, it’s a flippin’ 
handheld) it does have special^qualities all 
V it's own, like big bosses, cool chucky 
voice (he whines) and smooth animation. 


f l think that Sega has a good little 

machine here. Now that some great titles 
are popping up I take my GG everywhere 
and from now on I’ll be takin’ Son of Chuck 
with me. I score Son of Chuck a GG 95% 


TENGEN 
ACTION 
I PLAYER 
a MEG 
AVAIL. NOV. 
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Once upon a time, an 
evil wizard cursed a 
dragon and six magi- 
cians, sealing their pow- 
ers in shining gems. The 
King of Ishmeria inlaid 
the gems in a crown he 
called Gemfire. Discov- 
ering that the crown held 
special powers to help 
his people, he worked 
great deeds to restore 

Segas Genesis screen shot shown. 


Restore your kingdom to prosperity 
by developing and working the fields. 


their towns and fields. 
But the day came when 
the crown passed to an 
evil King. He used the 
powers of the crown 
against his people until 
Princess Robyn re- 
leased the gems. 

Now, the spell of 
Gemfire is broken, 
and you are in search 
of its magical stones! 


With a gem in hand you control the 


Rivers and fences can aide your 
troops when you forge into war. 


Elves of merit bring good luck 
charms to trust worthy rulers! 
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SEGA GENESIS & SNES Version: 

• 8 Meg Cartridge • 64K RAM 

• Battery Back-up • 1-2 players 



L I5£H£SIS We Supply The Past You Make The History mmmo 


KOEI Games are available for all systems in 
retail outlets nationwide! If you can’t find the 
KOEI product you are looking for, call us at 
(415) 3484)500 (9am to 5pm PSI). 1350 Bayshore Hwy, Suite 540 , Burlingame, CA 94010 

Nintendo, Nintendo Entertainment System and the official seals are trademarks of Nintendo of America Inc. 
Sega, Sega Genesis and the official seals are trademarks of Sega Enterprises Ltd. 


KOEI 


Available Now for NES! 







Replacement Pilot For Stealth-On-Stealth Mission. 



Whether you're a top gun or an air bum, Lock On puts you on target. Fly intercept missions in 
the tlashy F-14 Tomcat, super fas! Tornado or stealth-enhanced FS-X. Blast tanks and 
ground installations in a A-10 Thunderbolt. Not for those who want to fly the friendly skies! 



Tel. (310) 326-8880 irsTin\ 





Welcome to Volume 1 of GameFans “Japan Now”. In this sec- 
tion each month, I’ll bring you updated information and rumors 
from Japan. We start off this month with Sega’s new 32-bit 
machloe-code name . Although Sega is thinking of upgrad- 
ing the system to 64 bit we’ll stick to the information currently avail- 


Tfiere have been many rumors concerning this next generation 
.machine. Now, we’ve got the concrete facts. The system is named 
‘Saturn’ becausevit is Sega’s sixth new piece of hardware and 
■Saturn is the sixth planet in the Solar System. Saturn makes use 
of an advanced 32-bit RISC processor and a 4x speed CD drive. 
There are rhultiple DSPs on the motherboard and it has 32-bit 


PCM digital sound hardware. The Saturn can simultaneously dis- 
play 6 ver 16 milliqn colors on screen and can pull-off on-the-fly 
rendering, light source shading, advanced texture mapping and 
other coo] graphic tricks. It can process over 30,000 polygons per 
second and will support the MPEG 
system for video data storage which 
means that the system will be able to 
play video with close to SVHS quality. 
There will be no compatibility with the 
Mega Drive or MD/CD and the new 
hardware is also going to be used in 
future Sega arcade games. With 
Saturn, it is possible to port games like 
, and Out 

Runners directly from the arcade. The 
Saturn will be produced in two different 
configurations; one that is both car- 
tridge and CD-ROM based and one 
that is cartridge only. These specifications are not final yet but 
Sega has announced that they plan to release Saturn in Japan by 
Noverp^er, 1994. The general feeling from our sources in Japan is 
the' Saturn is superior to Sega’s current 32-bit arcade hard- 
ware! if this is so, then there are going to be many thrilled, bleary- 
eyed gamers vyhen the system is released next year-happily 
zooming through Virtual Racing and Rad-Mobile. In other Sega 

' riot/i/c Troaenro tho irtorarlihlo no\A/ rtox/olnnorc racnnncihlp for 


These 3 pictures of the highly anticipated Saturn are Artist’s renderings from the 3 big Magazines, Famitsu, 


hews, Treasure, the incredible new developers responsible for 
Gunstar Heroes, have announced that their next title. It will be 
designed by the team who created Treasure Land and will make 

use of that same engine more soon. 

In other news, our Assistant 
International Editor, T.J., has been 
hard at work collecting the following 
bits of news... 

Let’s get started with the latest 
information. 

We have heard that Super has been 
released just to keep consumers busy 
until the next generation Street 
— . ■ w — Fighter game comes out. There are 

new SF game (it is not SF3) by the end of ‘93/beginning of ‘94. We don’t know anything about 3 yet, 
t seems likeNCapcorti of Japan -has a full line-up of arcade games with SF2 characters for ‘94, including 


Possible to process Computer 


Graphics and Texture Mapping, etc. 
PCM32ch Digital Sound. 

Match MPEG (option). 

No Compatibility with 16-bit 
machines. (MD and MDCD) 

There is a possibility of “Virtua 
Fighter” or “Daytona”to be 
translated as the first Saturn title. 


Main CPU, 32 bit RISC chip 
Several DSP chips are onboard. 
Software is CD-ROM and Cartridge. 
4x access speed CD Drive. 
Re-Writable CD-ROM (can 
memorize). 

More powerful than System 32. 
16,777,216 colors on screen at once. 


Sounds familiar, don’t you think? Turbo?. ..Jet? It will be twice 
. Samurai Spirits Two (Samurai Shodown in the US) is sched- 
e date yet, but Raiden 2 and the sequel to Banpresto’s popular 
how. i'vW ; / \\ >Y 


ji i-ui ic ijyi mi ly ycii i ic a i c aiau m 1 vjcvcicyi i ici it ny» 11 new. 

s atlhe-JAMMA shp\A tlfi^pummer, 1 noticed that the SNK bdath was attracting huge crowds with Fatal Fury 
id oat why. One of the Capcom planners. of SF and SF2 moved to SNK and developed . No 

t i \ * * { C . 1 ^ * y A \ ( O V\ , \ AV I 

press time I learned that the official release date .for will be September 95 . They will 

/pe in Las Vegas at the Winter CES khd then officially unveil the finished system in January 95 . 
press confdre'hce in Japan onip/13/93. It was Aabout Sega tying up with a popular;F-1 Racing TV company to 
resopne racing game for tlje Mega CD. The rjphjase date is scheduled for April 94 . This new title will feature com- 
otiofi video that will take the Mega CD to ft’s jiHp^ts, I’ll try to^et sorrje shots for next month’s JN. 



WN hilzr'Jizi'J 

V,v v ^ .vu' 

I Recently, GameFan's Assistant Intern^tiqpat Editor, T.J., traveled to one 
of Japan’s newest game developmprfy companies, Sega 'Falcom. Many 
of you knoyv Sega Falcom as tde company that announced the Mega CD 
title; “Sister Sonic” and as the-,makers of Y’S one oi tne biggest RPG’s of , 
our time. We interviewed therk Marketing Director,, Mr. Kaz Yano, and 


\ Tell us a little pit about the history of$egaFalcom. 
f Our compaq/js^ joint venture between Sega Enterprise^ dpfKJapan ^ 0U( 
Falcom. When .Sega released tpef'Mega CD , they wanted to make -j- he ' 
games that couldn’t be done on Gqrtdcfeje. They wgntid EVERYBODY to | n 3[ - 
play theses games, not jus^g^rne enthusiasts. TAi,e\?bll this type of a d 
develdRment true “Multi-iyLedj^ Software” and this^o.mpany has bepn js jn 
established to create. thesp incredibly inter-act^v^games, such Popfpl pe0 p 
/n^iRandY’S. \* i\ V \ ' ! fun t( 

How many people does Sega Falcora employ? ferer 

Sega Falcpm-.has 2 $ employees.. We^purrently have a stafy consist- 32 -bi 
ing of 5 programmers, 5 designers,! 3 musicians and ay^trong support , 

staff . ( ,Ar \V inde 

How old is the averageNSF employee? 

; The youngest is 20 yearS v old... the oldest is abOut^E Y/j | 

Could you give us yqur observations Qff'jhe differences between the actja 
. Japanese and Americarkmarkets? \ as th 

1 This industry- i? really interesting 'pecause-* there are only [two main meci j 
platforms; Nintendo ‘SF/SNES and Sega Genesis. NEC. also has a pres- muc ^ 
ence, but only in^apan. It seems like Nintendo has a larger installed user {hat . 
base in Japan but, in the United States, Sega is either equal to or ahead _• 
of Nintendo. In Europe, Sega. Has definitely takeh the lior^s. share of the j ( 
market. When you look at thbir respective world-wide installed hasps, y 
Sega has the lead. I think that the reason for this pas to do with;'Sec(a*B Ynadt 
attitude toward game, development. In Japan.' wetend to develop games 
for specialized, ni^he mafkets. We .tend to '‘have a narrow view of. the ^ ; 
market (teenage Japanese boys) anchbur 'games usually don’t appeal to a(sa 
a wide audience. In America and ; Europe, there is more Of a Hollywood ^ - m 
approach ^to game design and development. Games Are: designed for a 
wide market and there are many more games sold' in the US and Europe Q an , 
as opposed to Japan. The' Sega CD is a good example of this. The sys- ( 
tern has sold much better in 'ihe United States then) in Japan. At the sys- re | ea 
tern launch, America sold more units in 48 hdurs then were purchased in gnd 
Japan in one month. The contents of (£D games are different as well. 
American Sega CD games use full mqtio'n video, scaling and bit-mapped F 
graphics as. wesll as making, use bt. Silicon Graphics workstations. 
America^ programmers and •designers know how to make new types of , 
games, The Japanese reaction to this type of development is something Q|-j ? 
along.the lines of; “Thos'e games^are not real garfieS” and, consequently, ’ ^ 
these games don’t sell Wy ( well in Japan, * >■ , 

Do you thinking^afeout entering the Arrteriean market vyheriyou ^ , 

develop your gamds^ ’ \ 


ie United States. Even 
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Hecto 


8/27/93 




7/14/93 


8/27/93 




Strategy 


Nintendo 




7/30/93 






Puzzle 


Victor Entertainment 


Konami 






amicom 


If a game has an Animation hit on TV , usually that game title will get a higher ranking (kind of like your Ren & Stimpy). “Sarah Moon” 
and "Crayon Shin-chan” and also, horse racing is big in Japan, so there are 2 highly ranked horse racing 

al l 

sir ■ ~*y . « . HP 

s »■' i 

Vf ~ 


l/A| 1 Sarah Moon 

?] 


wfm\ r*- jm. . JMH 

21 oar- 




2 Thoroughbred Breeder 


3 Secret Of Mana 


4 Super Mario Collection 


t 5 Mario and Wario 

[4 


Vip plllll ili 

v.-T 4 I 

6 J-League Soccer-Prime Goal s 

7 Crayon Shin-Chan 

8 Super Derby 

9 Jutei Senki 

10 Sword World SFC 


The ultimate shooter for the Mega CD is 
• shooting players among MD users. 


still on Top. Compared to the SFC ranking, you will notice that there are a lot of action and 


^ i s. 

V' _ 


Silpheed 

2 Ecco The Dolphin 

3 Puyo Puyo 

^ 4 Keio Flying Squadron 
^Y. 5 Rocket Knight Adventure 


I think the PC Engine has equal ranking for different types of games, but I see 4 strategy games. 

■ram 


1 Graduation 
( 2 Langrisser 

3 Legend Of Kabuki 
r y\^ 4 Street Fighter 2 Dash 


5 Orgle 


9 Bonk CD 
7/ ’ c T 1 0 Gate of Thunder 


6 J-League Pro Striker 

7 Bare Knuckle 2(GG) 

8 3X3 Eyes 

9 Super Shinobi 2 

10 Jurassic Park 


6 Championship Rally 

7 J-League Greatest Eleven 

8 1552 Tenka Tairan 


IOST 


Super Famicom 

Mega Drive/Mega CO 

PC 

Engine 

1. 

Fatal Fury 2 

1 . 

Vertua Racing 

1 . 

Fatal Fusry 2 

2. 

Dragon Quest 6 

2. 

Phantasy Star 

2. 

Y’s 4 The Dawn of Y’s 

3. 

Romancing Sega 2 

3. 

Sonic 3 

3. 

Emerald Dragon 

4. 

Dragon Quest 1 &2 

4. 

Pop’l Mayle 

4. 

Monster Maker 

5. 

Shin Megamitensei 2 

5. 

The Dream House 

5. 

Xanadu 

6. 

Fire Emblem 

6. 

Bare Knuckle 3 

6. 

Dracula X 

7. 

The Night of Kamaitachi 

7. 

Record of Lordos War 

7. 

Record of Lorods War 

8. 

Yu Yu Hakusho 

8. 

Urusei Yatsura 

8. 

Sarah Moon 

9. 

Dragon Ball Z 2 

9. 

Shin Megamitensei 

9. 

World Heroes 2 

10. Rockman X 

10. 

Lethal Enforcers 

10. 

Shin Megamitensei 


So, how was it? Did you like it? From now on, I will bring you the hottest info from Japan every month. I would 
love to receive letters from you. Any suggestions for this section or any questions about Japan would gladly be 
answered. It doesn’t even have to be about games. I’ll see you next month! 

Send letters to: Gamefan Magazine/Japan Now! 6400 Independence Ave., Woodland Hills, CA 91367 







MUHCMKS! 

It’s Pac-Man's dream come true: more ghosts to gobble! Video game super star Pac-Man is on the Super Nintendo 


Entertainment System in a hot new game: 



The object of the game is to line up 



blocks in a row. Sounds simple, but those meddling ghosts are at it again getting in your 


way. Never fear, Pac will save the day! 


/ Cool graphics 


Line 'em up! 
ow ‘em 
down! 


Munch Fest! 

Warning: 

Pac-Attack is highly addictive. 

Wrack your brain with the 
puzzle mode! 


€ 

< 


Three modes of play: 

One player! 

Two player head-to-head munch fest! 
1 00 level puzzle game! 

Smoking sound track! 


Go Head-to-Head with friend 
in 2-player mode! 


! 







Welcome to Other Stuff. This month, let’s begin with some exclusive new info, on the Fighter movie. For starters, the budget for 
the feature length film will be around 30 million dollars. It will be shooting in Los Angeles and other locations not available at press time. 
The story goes like this; late at night, Balrog, Sagat, and Vega come to the good guys’ base (Ryu, Ken, Guile, etc.) and kidnap Dhalism and 
take him back to their headquarters in Thailand. Dhalism, a scientist, has been kidnapped because of some information he is holding that 
could save the world. That’s where Bison comes in to the picture. Meanwhile, Dhalism is being held at a secret base under Bison’s castle 
in Thailand, where he keeps his submarine which carries with it a weapon capable of destroying the world. The movie is set for a summer 
release. The cast has not been announced yet but the minute we know, you’ll know. Here’s who would like to see: Ryu, Bruce Willis, 
he’s got the hair and the attitude; Ken, Patrick Swayze, he can fight and he can act; Guile, Dolph Lundgren, who else?; Dhalism, William 
DaFoe....bald, after kissing Madonna Yoga Flames should be no problem; Vega, Jean Claude Van Damme, he’s nimble and he’s a bad ass; 
Balrog, Mike Tyson of course, get em’ a weekend pass or somethin; E. Honda, John Candy! Oh ya, dye that hair! ; Blanka, Lou Ferrigno, 
he’s used to green body makeup; Zangeief, Arnold would be perfect if he’d wake up out of his Beaver Cleaver syndrome; Chun Li, Tia 
Carrera from Waynes World, she’s got the bod! and finally M. Bison, Richard Kiel, remember “Jaws” from the 007 series?.. ..perfect! 

In Nintendo news.... 

Project Reality is real and here’s the latest news. The machine will actually make an appearance at the Winter CES in Las Vegas! This 
prototype will have actual running game demos. So, everyone can take a look and start dreaming about what could be the ultimate game 
machine . As we go to press, Project Reality has been shipped to, and prototype games have been started on by, 2 HUGE game companies 
(50 bucks says they’re Capcom and Konami). The data storage system and design spec’s are still up in the air but the latest is that PR will 
be cartridge based with an optional CD attachment. If it does have a CD drive, it could have 8 to 10 megabytes of buffer RAM ( that’s about 
64 to 80 megabits), and over 32 sound channels. . The arcade version of PR will be out next year...November to be exact, and the home 
version? It will be introduced in Japan in September of 95. The first game could be either a new Star Fox, F-Zero or Mario 5, but that will 
remain a secret for quite some time. In other Nintendo news, Super Metroid, one of Nintendo’s big games for next year, is coming along 
very well. At this time, it is 24 meg and could go as high as 32...the game is huge!, about 100 times bigger than the original and is set for a 
March release. ~X TRAX is now going to be between 16 and 32 meg and is set for a spring release. The FX TRAX project has now been 
given to Miyamota, the designer of Mario and Zelda, so you know it’s going to be awesome. It now has the final FX chip, which runs at 24 
MHz, and can display about 15,000 polygons per second. FX TRAX will be the first SNES game to use 256 colors on screen and now has 
canyons, transparent tunnels and dozen of tracks to conquer. FX TRAX will also have a 2 player simul. feature. The third and forth Super 
FX games should make an appearance at Winter CES as well, Nintendo is about to make a big comeback! 

Elsewhere in the world of Nintendo.. .They’re about to let you play the friendly skies, as their new in-flight entertainment system makes its 
way on to Northwest Airlines later this year. As announced previously in this column, the system, dubbed “Gateway”, will offer video 
games based on the SNES, movies, CD audio, telephone, shopping and other information services. The service will also be available 
through selected hotel chains and cruise ship lines. Nintendo expects to deliver services to 20 million people by the end of the first year of 
operation and, ultimately, would like to deliver the Gateway system to the home. 

In Sega news... 

As you know the Satur is the big news here but that presently falls under the jurisdiction of Japan Now, since SOA has not revealed a 
specific date as of press time. So on with the show. In spite of what you may have read or heard elsewhere, Sonic 3 is going to be released 
before Christmas. It is 16 meg and, according to our sources, is BETTER than Sonic CD (which hits U.S. retailers this November) I don’t 
know how that can be but we’ll all find out in the December issue. The first Sega DSP game, Virtual Racing, is moving along nicely and 
sources inside SOA say that it is the fastest thing they’ve ever seen, even faster than the arcade version!. However, This technology is 
going to come at a high price, expect to see VR retail for just under $100. In spite of this lofty price, SOA is confident that the market is 
there for these revolutionary 16-bit games and they are currently working on 4-5 other DSP projects. Hey, what would you rather have, two 
games like Monaco GP or one like Virtual Racing? 

In Jaguar news... 

Atari recently announced its initial list of third party developers. Included among the 20 companies who have already jumped on the cat’s 
back are; Anco Software, Ocean, Titus, Tradewest, Trimark, US Gold, Loricel, Krisalis and Silmarils. Most of these companies have their 
roots in Europe, where Atari 16 and 32-bit computers have been popular since the middle 80’s, and have extensive experience in develop- 
ing for Atari hardware. Speaking of the hardware, Atari is still on schedule for a November 15 launch in New York and San Francisco. The 
initial production run is for 50,000 units, which our sources tell us have already been sold to 3-4 national retailers. Expect to see the first 
50k move off of the shelves by Thanksgiving, if not sooner...Also, the unit should be bundled with Cybermorph, the incredible looking 3D, 
texture mapped polygon shooter and most of the first set of games, which we previewed last month, should be available at launch. Next 
issue we will have played them all so we’ll give you our honest opinion on Atari’s new beast. 

Delay!, Delay! NEC has put off the production of their new 32 bit Iron Man system in the wake of Sega and Nintendo’s recent announce 
ments of their new Super Systems. Instead of trying to jump out into the early lead they intend to wait until both systems are out and then 
make there move. Could this mean they will finally start to show TTI some support over here? Lets hope so! Check out all the cool games 
coming out for the still hot PC Engine on page 68. C’mon guys what gives? Just prior to press time we heard that there are four Sonic 

games planned for the years end. There’s Sonic spinball, Sonic CD, Sonic 3 and Sonic? We’ll see if there is any truth to this and let you 

Sonic fans know next month. Well, that’s about it for now . I’ll see ya’ right here next month in Other Stuff. 


163 




It has double air moves, great 
characters, and everything 
else it takes to win in the 
^ fierce fighting game 
genre. Look for an in 
depth next month. 


— - Both Sony and 

r Olympus arc 

working on 
Neural 
Induction 

Monitors. These next generation 

“sensory" TV’s could be available as 

early as next year. My 

Virtual Vision fell apart 

after a week, so bring 

em’ on. 


I It was a fight to the finish (and two shiny new Street Fighters) at the recent 
I Slam Masters finals in Hollywood Ca. Here’s the two finalists fighting for the 
prize. The turnout for this contest and the Super SF2 Launch were both suc- 
f cessful. Thanks to everyone at Capcom for the great events. 


Here’s what Lawnmower 
Man will look like on the 
Mega-CD,CDTV, PC and 
3D0. This is the PC version, 
just close your eyes and 
imagine 64 colors.. .that’s 
the Mega CD version. Look 
for the MCD version 1st 
quarter 94. 


Here’s a couple'of actual 
scenes set up on 
Nintendo’s SGI hardware, 
looks a lot like a street 
and a room to me. Show 
us some games! It Still 
looks amazing though. 







Now if you screw up, 
at least you got teammates to blame 



Our new 4 Way Play™ adapter for Sega™ Genesis™ changes everything. 
Instead of 1 on 1 or 2 against the computer, now you can also play 2 on 1. 
2 on 2. 3 on 1. Or 4 against the computer, which makes the ea Sports™ 
Tournament Series games 4 times better than anything you've ever played. 



SPORTS 

ELECTRONIC ARTS 


IF IT'S IN THE GAME, IT'S IN THE GAME? 1 


JQURNAMEHf 



5 E R I E 5 


COLLEGE 

FOWL 



■94 



4 Way Play,™ EASports,™ Bill Walsh College Football™ and If it's in the game, it's in the game™ are trademarks of Electronic Arts. 

Sega™ and Genesis™ are trademarks of Sega Enterprises Ltd. NHL PA, National Hockey League Players' Association and the logo 
of the NHLPA are registered trademarks of the NHLPA and are used, under license, by Electronic Arts. NHL and the logo of the NHL 
are trademarks of the NHL and a-re used, under license, by Electronic Arts. NFL logo is a registered trademark of the NFL. 
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GENESIS 

Tecmo superbowl 

Turtles Trmnt FIGHTER 

Addams Family 

Dashing Desperados 

Joe & mac 

Robocop 3 


SUPER NES 


SUPER NESIcont.) 

.$64.99 Claymates 


Jurassic Park 

Might & Magic 3 

Tecmo Super Bowl. 

Secret Of Mana 

Clay Fighter 

Super Putty 

pigskin footbrawl.... 
Dennis The Menace 
MVP Football ..... 


Battlecars 

Last Action Hero. 


: $54 :99 NEO GEO SPECIALS 

.$59.99 Ninja Combat (used) . 

.$52.99 King of the Monsters, 

$59.99 Top Players Golf 


Son Of Chuck. 


Robocop Vs Terminator... $62.99 

WWF Royal Rumble $54.99 

Star Trek Next Gener.. $59.99 


Untouchables. 


Aladin 


Side Pocket 

Caeser's Palace 

Super Empire Strikes.. 
Ramna 1/2 Hard Battle 

Super Bomberman 

Inspector Gadget 


NFL football 94 

NBA 94 Action basket 


SUPER NES SPECIALS 

Lethal Weapon 

Smash TV 

Baseball 1000 

Combatribes 


SEGA CD 

Joe Montana Football 

Sonic CD 

AH-3 Thunderstrike.... 


GENESIS SPECIALS 

Aquatic Games 

Trouble Shooter 

Chiki Chiki Boys 

Bonanza bros 

Crue Ball 


Little Mermaid 


FatALI Labyyrinth 
Batman Returns... 


TURBO GRAFX SPECIALS 

It Came From The Dessert cd .$24.99 

Jaki Chan $29.99 

New Adventure Island $29.99 

Prince of persia scd $39.99 


Samurai Showdown 
Fatal Fury Special ... 
Top Hunter 


.CALL 


.CALL 


Ren-n-Stimpy 


Art Of Fighting 


.CALL 


Sim Ant 

Plok 

$59.99 

$56.99 


$49.99 

T2 Judgement Day 

$54.99 

Arcus Odyssey (RPG).... 

$57.99 


$54.99 


$52.99 


$59.99 


$56.99 


$56.99 


$54.99 


$64.99 

Football Fury 

$54.99 

Eye Of The Beholder 

$64.99 

Super Nova 

$54.99 

Super Putty 

$54.99 


$64.99 


$59.99 


$56.99 

Cliffhanger 

$59.99 





'/ j 
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Silpheed 

$54.99 

$59.99 

Dune 

$56.99 


$56.99 


$54.99 

ESPN Baseball 

$56.99 


$56.99 

Cool Spot 

$49.99 


$52.99 

WWf Rage in the Cage 

$49.99 

TURBO GRAFX 


John Madden Football 

$54.99 

Dungeon Explorer 2 

$49.99 

World Heros 

CALL 



CALL 

King Of Monsters 

CALL 





CAPCOM % 


CAPCOM 


CAPCOM 


NINTENDO 


MEGA DRIVE 

Sumo Fighter .... 
Shining Force 2 
Vay(RPG) CD... 


.379.99 SF2 Mini Dolls (set of 12)only $24.99 

..CALL SF2 Pewter Set $44.99 

S6 g qg SF2 Keychains 32.50 

■ SF2 Music CD's 339.99 

" LALL Stuffed Large Sonic Doll S29.99 

..CALL LTD Ed N| n j a Sonic 31 4.99 

..CALL LTD. Ed. Ninja Tails 314.99 

..CALL Mario Kart Cars S34.99 

..CALL Ftyn Posable Figures 369.99 


Sonic CD 


Eye Of The Beholder CD 

A! Shark cd 

FI Circus CD 


Lethal Enforcers CD 


IMPORT MUSIC CDs 

World Heros 2 $39.99 

Y's Perfect Collection $69.99 

Sonic Team $24.99 

Fatal Fury 2 $39.99 


Dragons Lair 

Out of this world 


Landstalker 


Final Fantasy ADV.2 $59.99 

SF 2 MUSIC (3 TO CHOOSE) $39.99 

MADARA 2 $39.99 

SAMURAI SHOWDOWN $39.99 


.CALL 

.CALL 


Crescent Galaxy 

Cybermorph 

Tiny Tunes 

Alien’s Vs. Preditor... 
FI Jaguar Challenge. 

Kasumi Ninja 

Checkerd Flag II 

Raiden 


CALL 


CALL 

CALL 


PC ENGINE CD ROM 

Pat Labor Super CD $79.99 

MIGHT & MAGIC 3 $79.99 

MONSTER MAKER CALL 

Dracula X Super Cd -preorderCALL 

STARTLING ODESSEY $79.99 

Record Of Loduss War 
Galaxy Gayvan 
Cocoron 


CALL 


.CALL 


.CALL 


For Fast Overnight Delivery Call 


.CALL 

.CALL 


Or If You’re In The Area Check Out Our Store At 

1861 2 Ventura Blvd., Tarzana, CA 91356 


.$219.99 

.$124.99 

.$269.99 

.$579.99 

....CALL 


.CALL 


3X3 EYES 

Vain Dream 2 (RPG) 

Scavenger 4 

Indiana Jones & Atlantis 


.CALL 


CALL 


CALL 



CALL 


CALL 

After Burner 

CALL 


BUY ANY 2 MEGA CD GAMES AT REGULAR 
PRICE AND RECEIVE A THIRD GAME FOR 
ONLY (ON SELECTED GAMES) 

SUPER FAMICOM 

$89.99 

Ramna 1/2 RPG 

CALL 

Sarah Moon (fighting) 

$89.99 

Ghost Sweeper (action)$89.99 

Fantastic Story Wrestling (4plr) $89.99 

Macross (prebook) 

CALL 


CALL 

Y's IV Mask Of The Sun ... 

CALL 

Art Of Fighting 

CALL 

Fatal Fury 2 

CALL 

Dragon Ball Z fighting 

$99.99 

Final Stretch Racing 

$84.99 

Super Chinese World 2 ... 

S99.99 

SYSTEMS 

3DO System 

$699.99 

Atari Jaguar System 

CALL 

Pioneer Laser Active 

CALL 

Commodore 32 

CALL 



CALL 

John Madden 

...$69.99 


.. .$69.99 

Mad Dog Me Cree w/gun... 

...$89.99 
CALL 

twisted 

....$69.99 
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$25.00 BONUS 


| RECEIVE A $25X0 BONUS WHEN YOU SELL SACK 20 OB MORE GE1 

| OR SUPER NtCTENOO CAfm'DGESCDS OR RECEIVE A SI 

CARTRIDGES.CDS THIS COUPON MUST SE INClUOEO . 

I CARTRIDGES. NO COPIES ACCEPTED LIMIT l COUPON PER I 
| PACKAGE CARTRIDGES MUST BE RECEIVED BY NOV. 30. 1393 


BRE Software 

Credit Card Orders: (209) 432-2684 


Send us your old cartridges 

Receive a check back or purchase other titles of your choice 
Prices in this ad are good through 11/30/93 


ADVENTURE 


^GENEsiSj Cartridges 


» *13.00 LANOSTALK SR 54*3200 

44 3524 0: LAST ACTION HERO <4352500 ....... - 

S 3 S™ 8 " 3 SSSB “hoa 




lass ass- ussr ssss game' 

“'•10 VAPOR TRAIL 249502.00 RIVAL TURF 34 9516 00 AERIAL ASSAULT 

» mWA RACING 599595.03 ROAD RIOT 4WD 44.9524 00 ALIENS 

» WARRIOR OP ROME 29.951200 ROBXOP 3 44.9524.90 Sjgfe SPIOERM 

34.9515.00 ROBOCOP SlEL LrtUEMEra 

34951500 vsterhhator 49.9530.00 aj batter 

359520.00 ROCKY A BULLWINKLE 44 952200 BATMAN RETURNS 

MWU.W IHAAIIALAUHUH. juraw unraurrvn.m 44.952200 ROM. 3 KINGDOMS 2 54953000 BATTCRUP 

24 931200 LOTUS TURBO CHALL 345516.00 WINTER CHALLENGE 24.951200 RPM RACING 39.951100 BAmETOAOS 

39 95 20.00 MARBLEMADNESS 34.951600 WORLD OF ILLUSION 34951500 SHADOWSUN 49 9525CO "sTlEO^UUSK 

44952200 M.LEMteUK HOCKEY 29.9514.00 ‘WORLD TROPHY SOC 39952000 SUANT 54.9530.00 CHAKA/J 

34.9516.00 MASTER OF MONST 29.952900 ROYAL RUUBLE 499530.00 SIMCITY 34.9516.00 CHASE HO 

SSSSSSUw Sr” 34 951500 SKWGAME SffiffisOX 

SSSSST^ SSS8 SUPER ISSSSBau ffiSSK 

29 9514 00 MONOPOLY 49953000 SPANKYSOUEST 449522 00 DEFENDER OFOM 

44 9525 00 MOON-WALKER 24.951200 , ,, , , n ** 5P DERMANX MEN 39 95 tSCC DESERT STRIKE 

sats ess "" sSs NINTENDO • SB 

34.951500 MUHAMMAD ALI BOX. 34*1600 JS/ERARm ECCOTHEDOLPHII 

SffiSB" ” sS ESSi : 

49.952500 HOCKEY 44.95-25.00 ALADDIN 49953000 TURBO 59.9535 00 Gu x 

24.951300 MVP BASEBALL 399520.00 ALIEN VS PREDATOR 49.9530.00 STRIKE GUNNER 359516 00 GEORG' POREMAK 

49952500 MYSTIC DEFENDER 19.951 00 ALIENS 449522.00 SUPER ADV ISLAND 44 9520 0C. GOLDEN AYE 

349516.00 MYSTICAL FIGHTER 24.951200 AUAZING TENNIS 49952500 SUP BASEBALL 2020 49 9525 00 Xh5*5c 

29551400 NBA ALL STAR CHALL 34.9516.00 AMER GLADIATORS 4995 3300 SUPBASEBALLSIM 29 9514 00 hcuEALOVE 

399520.00 m OIARTERBACK 39.952000 ARCANA »9514.00 SUPBASESLOAMD 34*16 00 HOOK 

44 *2900 NflFCOTBALL 54 49.9530 00 «ELAY 29*14.00 SUPER BATTLETAVK 35 9520 00 NO 1ANA JONES 

39*29.00 NFLSPORTSTALK 93 24.961000 BARTS NIGHTMARE 39*16 00 SUPER BLACK BAS5 49.SKOO UTHY J SCRATCH'. 

44 *22X0 NHL HCCKEY 24.951000 BATMAN RETURNS 449522.00 SUPERBOWLING 449524DS JEOPARDY 

29.9S13.CO NHLPA HOCKEY 93 34951400 BATTLE GRAND PHOC 499530.00 SUPERCONPUCT 44*2200 ™ MONTANA F.s 

24*12.00 NHPA HOCKEY SI 54*20.00 BATTLETOADS 39 *20* SUP DOUBLE DRAGON 3995IB03 JiRASSXPAflK 

39952000 OUT OF THIS WORLD 39.952000 BAmETOAOS SUPER EHP1HE Sc 

24951200 OUTLANDER 34.9516.00 OOUBLEDtUCON 49 *30.00 STOKESBACK 59.9535CC lWDGFillUSiON 

OUTRUN 24*12 00 BESTOFTHEBEST 44 *2400 SUPER HIGH IMPACT 44952200 LEADERSOARO GO 
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4495303 TAINT. 4 34*1500 SOLTAIRE POKER 


29 9513.00 ROAD3LAS7ERS 29! 

34 9515X0 ROAD RASH 24*1200 DRAKKHEF 
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To Sell Cartridges 




Send $1.00 for complete Catalog/Price List 
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turned at youi expense. We pay cash lor Genesis, Game Gear, and Super Nintendo cartridges Wi 
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. For shipping, add S6.00 lor 
Prices ate lor mail order only. It we 
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Aliens 3 

$41.00 

Barbie 

$49.00 


i Bart’s Nightmare §43.00 

Bart vs. Space MutantsS40.00 

Batman Returns S45.00 

Batman Returns CD $42.00 

Battletoads S44.00 

Battletoads Dbi. Drag. .$47.00 
Beauty & Beast Quest .S43.00 
Beauty & Beast Roar ...$43.00 

Beethoven S49.00 

Blaster Master S42.00 

Blaster Master 2 S42.00 

Bubsy $50.00 

Captain America S46.00 

Castlevania Bloodlines$45.00 

Chester Cheetah $52.00 

Chester Cheetah 2 $41 .00 

Chuck Rock CD $42.00 

Chuck Rock II $48.00 

Cool Spot $45.00 

Cool Spot CD $48.00 

Cyborg Justice $42.00 

Dashin’ Desperados ....$41.00 

Dinosaurs for Hire S41.00 

-- Dolphin $43.00 

Dolphin CD S43.00 

Dracula CD $49.00 

Dracula Unleashed $42.00 

Elemental Masters $42.00 

Fido Dido S41.00 

Flashback S52.00 

Flintstones S43.00 

Furry Friends $35.00 

Gauntlet 4 S44.00 

Ghouls & Ghosts $47.00 

Goofy S46.00 

Greendog S39.00 

Gunstar Heroes $45.00 

Home Alone S40.00 

Hook $50.00 

Hook CD $42.00 

Humans 1 or 2 $52.00 

Incredible Hulk $54.00 

Indiana Jones $41.00 

Indiana Jones CD S41.00 

\ Indy Jones Fate of AH..S42.00 

Itchy & Scratchy $42.00 

James Bond 007 $44.00 

Jurassic Park $45.00 

. Jurassic Park CD S48.00 

Last Crusade $48.00 

Monkey Island CD S43.00 

Monster Hunter $39.00 

Night Trap CD...... $48.00 

Out of This World $48.00 


19*10.00 KAWASAKI CHALL 44*^uu 
4 9352500 KING ARTHURS WRLD 44 952200 ««•. 

399520.00 king of monsters 44 *22.00 3. Pack your canndges. all papeiwork and bonus o 
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Ml I 
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mvp baseball 44 *22 00 shipping & handCng charges (S6.00 tor the first canridge. S 1 .00 tor 
Sftf.SBI.,, SS15S e*h «*»onal. Alaska. Hawaii. APO. FPO double shipping S 
&OSSS?" 1 - handling charges!. California residents add 7.65% sales tax. 

49 *30X0 3 - ABow2t days lor personal checks to daer- send money order 
iA*i5C0 lor lastesi processing. 

W2.M 4. Send your order to the address below 

»s Send your Cartridges/Orders to: 

lip BRE Software 

i*. 2 M Dept F1 1 

SIkoo 352 w - Bed,ord ‘ Suite 1 04 
T S* 22 M Fresno, CA 93711 


Robo Cop vs. Term $49.00 

Robo Cop 3 $41.00 

Rocket Knight Adv $43.00 

Rocky & Bullwinkle $46.00 

Shadow Dancer $29.00 

Shadow of The Beast 2S42.00 
Slime World $44.00 




Socks the Cat $41.00 

Sonic 2 $45.00 

Sonic Spinball $41.00 

\ Spiderman S44.00 

Spidery vs. Kingpin CD$41.00 

Spiderman & X-Men $43.00 

Star Trek: Next Gen $48.00 

Strider $55.00 

Strider 2 S48.00 

Sunset Rider $41.00 

Superman $48.00 

Sylvester & Tweety $41 .00 

Tailspin S39.00 

Tazmania $43.00 

Terminator 2 S48.00 

Terminator CD $48.00 

T-2: Judgement Day $41.00 

Thomas Tank Engine...$42.00 


Time Gal CD $41.00 

Time Killers $55.00 

Time Trax $49.00 

Tiny Toons S42.00 

TMNT Hyper Heist S45.00 

Toe Jam & Earl S45.00 

Toe Jam & Earl 2 S41.00 

Toki-Going Ape Spit ... S44.00 

Tom & Jerry Antics $49.00 

Toxic Crusaders S32.00 

Toys S48.00 

Universal Soldier S42.00 

Wayne's World S51.00 

Willy Beamish CD S42.00 

Wolf Child S43.00 

Wolf Child CD $45.00 

Wonder Dog CD $44.00 

Wrath of Gods $49.00 

X-Men $48.00 

Young Indy $42.00 

Zombies Ate Neighbors. $47.00 

GENESIS 

STRATEGY 

Aerobiz ....$57.00 

Clue S45.00 

Desert Demolition S41.00 

Dune 2 $49.00 

Dune CD $49.00 

Family Feud $47.00 

Fun & Games $48.00 

Genghis Khan 2 S58.00 

General Chaos $50.00 

Hammer CD $43.00 

Humans 1 or 2 $52.00 

Jeopardy 1 or 2 S48.00 

Jeopardy CD $45.00 

Master of Monsters $52.00 

Mega Race CD $41.00 

Monopoly S45.00 

PTO $57.00 

Power Monger $43.00 

Shanghai 2 $39.00 

Technoclash $40.00 

Total Carnage S49.00 

Warriors of Rome S50.00 

Wheel of Fortune 1or2 .$49.00 

GENESIS 

SPORTS 

Aero the Acrobat $45.00 

AN Heavyweight Boxing.S49,00 

Amazing Tennis $46.00 

American Gladiators....S50.00 

Brett Hull Hockey $56.00 

Bulls vs. Blazers $50.00 

Bulls vs. Lakers $50.00 

Championship Bowling .$43.00 

Chi Chi Pro Golf $49.00 

Cal Ripken Baseball $45.00 

Davis Cup Tennis $43.00 

ESPN Baseball CD $49.00 

ESPN Baseball $53.00 

ESPN Football $54.00 

ESPN Football CD $49.00 

Eternal Champions $55.00 

Hardball 3 $48.00 

Hit the Ice S43.00 

J. Capriati Tennis S42.00 

J. Montana Sportstalk..S47.00 

Joe Montana NFL $45.00 

Joe Montana CD $49.00 

Mutant League Football .$43.00 
NBA All-star Challenge$42.00 

NFL Quarterback $52.00 

N. Mansell World ChampS45.00 

Olympic Gold $44.00 

Pele $51.00 

PGA Tour Golf 2 $51.00 

Power Challenge Golf..S48.00 

Pro Quarterback $50.00 

RBI 3 or 4 $45.00 

Rolling Thunder 3 $51.00 

Summer Challenge $48.00 

Superbowl $49.00 

Super Hi-lmpact $42.00 

Super NBA Basketball .$55.00 

Super Volleyball S31 .00 

Super WWF Wrestling .S42.00 
Super WWF CD $53.00 


Tony LaRussa $53.00 

Virtua Racing $55.00 

Winter Olympics $53.00 

World Series Baseball .848.00 
World Soccer $44.00 

GENESIS 

l?PG 

Battle Masters $41.00 

Dark Wizard CD S43.00 

Gemfire $56.00 

Phantasy Star 2 or 3 ....$59.00 

Pirates Gold $50.00 

Shining Force $53.00 

Shining in the Darkness $46.00 

Sorcerer’s Kingdom $52.00 

Star Odyssey $58.00 

Sword of Vermillion $57.00 

Vampire Killers $52.00 

GENESIS 

SIMULATION 

Afterburner CD $39.00 

Battletech $4900 

Chase HQ 1 & 2 $43 00 

FI 5 Strike Eagle $52.00 

FI 9 Stealth $56.00 

Firepower 2000 $42.00 

Formula One S46.00 

G-Loc $43.00 

High Seas Havoc $45.00 

Jaguar XJ 220 CD $42.00 

Jungle Strike $49.00 

Micro Machines $44,00 

Mig 29 $51.00 

Outrun 2019 $43.00 

Race Drivin’ $45.00 

Road Avenger $42.00 

Road Rash 2 $44.00 

Road Riot $45,00 

Sewer Shark CD $45.00 

Side Pocket $44.00 

Super Battleship $41 .00 

Super Battletank $47.00 

Speedway Challenge ...$39.00 

Third World War $49.00 

Warpspeed $39.00 

GENESIS 
; FIGHTERS 

Beast Wrestler S56.00 

Body Count $39.00 

Deadly Moves $47.00 

Double Dragon 3 $43.00 

Fatal Fury $52.00 

Final Fight CD S42.00 

Golden Axe 1 S32.00 

Golden Axe 2 S38.00 

King of the Monsters ...S46.00 

Lethal Enforcers $65.00 

Lethal Enforcers CD ....$65.00 

Mortal Kombat $53.00 

Mutant Fight $45.00 

Ninja Warriors $55.00 

Real Fighter CD $43.00 

Shinobi 3 $45.00 

Splatterhouse 2 $48.00 

Splatterhouse 3 350.00 

Street Fighter 2 CE $64.00 

Streets of Rage 2 $55.00 

Two Crude Dudes $41.00 

WCW Super Brawl $49.00 


SNES 

SIMULATION 





Desert Strike 

.$46.00 



Jaguar XJ 220 

Kawasaki Challenge . 

Kendo Rage 

Mechwarrior 

On The Ball 

-S54.00 

.$51.00 

.$50.00 

.$48.00 

.$49.00 


Pilot Wings $48.00 

Race Drivin’ $48.00 

Railroad Tycoon $49.00 

Road Riot 4WD $51.00 

Super Battleship $44.00 

Super Battletank $52.00 




SNES 
SIMULATION com. 


Inspector Gadget S50.00 

Itchy & Scratchy $50.00 

James Bond Jr $50.00 


Super Battletank 2 $36.00 James Pond 2 S47.00 

Super Caesar's Palace $48.00 Joe & Mac 1 or 2 S48.00 


Super FI Roc $49.00 Journey Home- 

Super Mario Kart S48.00 Jurassic Park 

Super OH road $50.00 King of Karura 

Super Strike Eagle $53.00 Lawnmower Man 

Test Drive 2 S50.00 Le ster the Unlikely ... 

Top Gear 1 or 2 $47.00 Letha l Weapon 3 

Wacky Racers $44.00 Lost Vikings 

Warpspeed $50.00 Lu,ia 

Wing Commander $54.00 Magic B °y ••• 


..$48.00 


..$56.00 

..$58.00 

..S49.00 

..$53.00 

..S50.00 

..$48.00 

..S51.00 

..S49.00 
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SEGA CD ROM 
SPECIAL 


List $249 

OUR SPECIAL 

coo 


Actraiser 2 $54.00 

i 


Zombies Ate My Neighbor (SNESj $45.00 


ONLY 


Wing Commander 2 $63.00 Mario is Missin 9 85000 

Wings 2 $48.00 Mario’s Time Machine..$51 .00 


SIMES 

ADVENTURE 


Addams Family 

$51.00 

Airborne Ranger 

$55.00 



Alien 3 

$49.00 

Alien vs. Predator... 

$44.00 



Arcus Odyssey 

$53.00 

Bart’s Nightmare 

$49.00 

Batman Returns 

$53.00 

Batman Revenge of Joker $48.00 

Battle Clash 

$42.00 

Battletoads Dbl. Drag. .$52.00 





Bugs Bunny Rampage.S55.00 

Cacoma Knight 

S59.00 

Captain America 

$51.00 

Castlevania IV 

$49.00 

Chester Cheetah 

$55.00 

Chester Cheetah 2 .. 

$44.00 

Chuck Rock 

$49.00 




$49.00 









Dennis the Menace . 

$51.00 

Death Valley Rally... 

S49.00 

Dino City 

$48.00 

Dracula 

S48.00 


Mega Man X $56.00 

Metal Jack $48.00 

Mickey's Magical Quest.$58.00 

Mickey's Ult. Chall $53.00 

Musya $51.00 


OUR PRICE 

$13000 


7th Saga $56.00 

»r-V, jS 


Outlander.. 
Pactris 


...S49.00 

...S49.00 


Pocky & Rocky... 
Popeye 


Joe Montana CD $49.00 

.$45.00 Toys 

.$53.00 Undercover Cops... 

.S50.00 Untouchables 

.S52.00 Wayne’s World 

.S48.00 Wizard of Oz 

.$48.00 Wolf Child 

.$55.00 Young Merlin 


We have the Atari 
Jaguar; $249.00 

We now carry Turbo Grafx, Game Boy, Game Gear, 
Jaguar games. Lynx & Neo Geo at Fantastic Prices! 


SNES 


RPG 


7th Saga 

..S56.00 

Arcus Spirits 

..S48.00 

Dungeon Master 

..S60.00 

Equinox 

..$48.00 

E.V.O 

..S58.00 


.. S50.00 
can nn E V e °* ,he Beholder ... 


...S49.00 

...S52.00 


Gem Fire 

Golden Empire . 





...$49.00 






...S48.00 

King Arthur's World.. 

...$51.00 





Monopoly 

...$46.00 

Operation Logic BombS52.00 

Pacman 2 

...S49.00 



Pushover 

,.$48.00 

Q-bert 3 

...S48.00 



Side Pocket 

,..$47.00 

Solo Flight 

...$55.00 

Spin Dizzy World 

...S47.00 

Super Bomberman... 

...S54.00 


TKO Boxing $44.00 


...S48.00 Dig & Spike Volleyball .$48.00 World Cup Soccer S48.00 

Baseball $53.00 Wrestlemania $52.00 

: ootball $54.00 

II Fury $47.00 

Ice $48.00 


SNES 

FIGHTERS 


,$49.00 Bole in One Golf ..S49.00 


...$59.00 Super Buster Brothers S49.00 


MVP Football $48.00 


9.00 


Super Conflict S49.00 *5* A"- 8 ?' ChaltengeS48.00 Power Moves. 

NBA Jam Session $60.00 


>ads $52.00 

Ul-stars...$54.00 


Might and Magic 2.. 


...S50.00 Time Slip... 
...$55.00 


...$48.00 


...S58.00 Vegas Stakes $49.00 

...S51 .00 Wheel of Fortune S48.00 


Dream Probe. 

Eek the Cat ... 

Empire Strikes Back ....$54,00 Super Valis 4 $48.00 


Rampart S49.00 


.$48.00 Super Nova wtu.uu _ , , ... .. 

*47,0 j"!S£s!SiS 


SNES 

SPORTS 


Pele $51.00 

Riddick Bowe Boxing ..S49.00 


Family Dog $50.00 Suzuka 8 Hours 

Feival Goes West $50.00 Syvallion ... 

...$45.00 Tazmania... 
...$60.00 Terminator 
...$52.00 T-2 Arcade Game 


Super Baseball 2020....S52.0 


Fido Dido 

First Samurai 

G2 

Godzilla 

Goof Troop 

Ghouls & Ghosts... 
Hammerin’ Harry... 

Home Alone 2 

Incredible Hulk 


S55.00 T-2 Judgement Day S49.00 

,$54.00 Thomas Tank Engine. ..$49.00 


...S52.00 TimeTrax... 

...S49.00 Tiny Toons 

...$49.00 TMNT4 

... $53.00 Tom and Jerry ... 


!$56J)0 Shadow Run 85500 ABC Monday Football..$55.00 Super Bases Loaded ...S52.00 ,,, ,. u 

$49.00 Spell Caster S54.00 Aero the Acrobat S49.00 Super Bowling $49.00 World Heroes. 

.S50.00 Spell Craft $48.00 Ali Heavyweight S49.00 Super Dodgeball S53.00 

S49.00 Star Trek: Next Gen S48.00 Amazing Tennis $48.00 Super Goal S50.00 

Ultima-False Profit S56.00 American Gladiators....S53.00 Super High Impact S48.00 

u, °P ia 850 00 Battle Blazers $45.00 Super NBA Basketball .S53.00 Axeley 

Zelda: Link to the Past.$49.00 Batt | e Cars S49.00 Super Slam Dunk S49.00 Cybernator. 


Aero Fighters 

Art of Fighting 

.$50.00 

$58.00 

Brawl Brothers 

,$53.00 l 



Doomsday Warriors.... 

.$48.00 : 

Double Dragon 

.$54.00 

Fatal Fury 

.$55.00 ! 



Final Fight 2 

.S55.00 

Lethal Enforcers 

,$64.00 

Mortal Kombat 

.S60.00 

Power Moves 

.S48.00 



Street Combat 

,$48.00 

Street Fighter 2 

,$60.00 

Street Fighter 2 Turbo 

$65.00 

Super Combatribes 

,$54.00 

Super Sonic Blastman 

.$48.00 

Total Carnage 

,$49.00 

Ultimate Fighter 

..S55.00 



World Heroes 

,$58.00 


...S49.00 


SNES 
SHOOTERS 


...S49.00 

...$52.00 

...S53.00 


SNES 
STRATEGY 


Beast Ball S49.00 Super Slap Shot S50.00 Mechwarrior 

Best of the Best $49.00 Super Tennis S48.00 Star Fox 

...$50.00 Super WWF Royal Rumble. .S58.00 Super Smash TV... 


...S48.00 Championship Pool $49.00 Brett Hull Hockey $55.00 Super Widget S50.00 Warpspeed., 


...S53.00 

...$50.00 

...S48.00 

...$58.00 

...$46.00 

...$50.00 
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ICES 


With the initial purchase of system hardware or any games, you will receive a . Buy T O, receive 

choice of any game from our lists at our prices! (Neo-Geo not included.) 


Cash, check or money order with order. To keep our prices low, we do not accept credit cards!! C.O.D. orders accepted. NY residents, kind- 
ly add your local sales tax. 

Shipping charges are extra. Add $5.00 per total order on games only. C.O.D. orders have an additional $5.00 charge. Overnight & two 
day service call for charges. Availability subject to manufacturer's release date. All sales final. Prices are subject to change without notice. 
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Ask to be placed on our 
mailing list for game 

(518| 623-5022 • FAX (518) 623-4143 • FOR ORDERS ONLY CALL 1-800-70-GAMES updates at no charge. 
P.O. BOX 02 1 2, WARRENSBURG, NY 1 2885 






Postmeister, 

I would usually congratulate you 
and the rest of the Game Fan team 
on how great and wonderful your 
magazine is, but this is an emer- 
gency! 

In your September issue of Game 
Fan, my man E. Storm made a small 
little comment on pg. 88 about 
Wolfteam. At the bottom of the page, 
and I quote, E. said the following: 
“It’s too bad they broke up, more 
games...”. 

It’s too bad ‘who’ broke up? I know 
he is not referring to WOLFTEAM! 
No! Tell me it isn’t so! The creators 
of my two favorite multimedia games 
(Cobra Command and Road 
Avenger) broke up?! Clear this up 
for me, PLEASE! Who will produce 
the ‘cartoon’ games for Sega CD? 
I’m tormented...! can’t bear it any 
longer.. .the torture.. .the pain. ..why, 
oh why... 

Sincerely, 


Dear Postmeister, 

I am a SNES faithful and was won- 
dering when Nintendo’s going to pro- 
duce some 24 meg games like Sega. 
If the SNES can handle 32 megs of 
memory, why no 24 meg games? 

Thanks, 

Nick Bishop 
Alabaster, Alabama 

Dear Nick, 

24 and larger meg SNES games 
are on the way! Currently in 
Japan, Fire Emblem is on the way; 
a 24 meg hard-core RPG and, over 
here, Super Metroid (a vast 32 
meg game) is set for a 1st quarter 
‘94 release. From what we have 
heard, it should be phenomenal. 
Oh, by the way, look for a lot more 
20 meg and higher games in ‘94. 
Currently, Nintendo has over 25 
new games in development. 

Postmeister, 


What really makes me mad with 
SNK’s Samurai Shodown is the fact 
that, while the company is targeting 
its 99.9% adult customers to fork out 
$240 for the game, it is also treat- 
ing us as thumb sucking, 8 year 
old kids who can hardly distinguish 
between depiction of cartoon vio- 
lence and that of real life. SNK’s deci- 
sion to remove cartoon blood color 
from the home version, that is to 
be purchased by adults, while keep- 
ing intact all the coloring in its arcade 
version for any kid to play is noth- 
ing short of an intentional insult to 
its adult customers and sheer hyp- 
ocritical ignorance on the part of 
its management. I hope that SNK can 
drum-up enough future sales from 
those watchdogs, because I refuse 
to be treated as a thumb sucking 
grown-up. GOOD-BYE SNK AND MY 
NEO GEO SYSTEM! 

Sincerely, 

Chatt Matayanant 
Garland, TX 


Wolf4Ever 
Bensalem, PA 

Dear W4E, 

You think you were upset? 
Storm totally threw a rod!, as all 
hope of an Earnest Evans, 
Granada or Arcuss Odyssey 
sequel went right out the window. 


I just got your issue #10 in the 
mail and almost couldn’t believe it 
when I saw it was DieHard GameFan ! 
What a way to grow. All pages are 
packed with solid game information 
and superb graphics with none of 
the fat and bones I have put up with 
in other game magazines. Keep up 
the great effort and you will surely 
bag more loyal fans like me. 


Dear Chatt, 

I cannot tell you how many let- 
ters I have received regarding this 
beyond stupid move by SNK. 
First, they hose us by releasing 
fighting games only and then they 
censor them to double the blow. 
Why don’t they just come to your 
house and steal your money? At 
(cont.) 



So far, we know two members 

went to Sega of Japan, one went Now, I hope you will allow me to 
to Gau ( Ranger X remind you of pass this on to SNK management. 
Earnest Evans a little?) and one I have become sick and tired of hear- 
went to Zamus, who just finished ing those video game watchdog 
up Macross for the Super groups ranting about censoring vio- 
Famicom. So, say good-bye to a lence while neglecting their kids and 
great company and hold on to allowing them to play whatever they 
those WolfTeam classics. want at the arcade. If these watch- 

dogs can’t even pay attention to what 
P.S. If you see the WT logo in their kids play at the arcade (or at 
the future, it’s just a Telenet logo, home), they have absolutely no busi- 
Sorry man, catch ya later. ness playing God with other peo- 

ple’s right to legitimate entertain- 
ment in their own homes. 
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Ultimcile Gome Club Has It All! 
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Arcade Stick 


Solar Charger for Game Boy™ 


Super Charger for GB,GG,Tt, & IX 


LONGER 

r\ 1 


To Order Call 203-395-3092 Or For More Information Call 203-395-3095 












least that way you wouldn’t have 
to feel the long term hosing. How 
about all the rumors (that they 
obviously created themselves) 
about upcoming titles like 
Crystalis. Magician Lord 2 and 
Reactor (just to name a few.) 
Where are they SNK? What?, you 
don’t think you’ll make enough 
cash at the arcade so you 
scrapped ’em? C’mon tell us! 
Look, if you’re going to abandon 
the home user, let us know 
because all we see is fighting 
games and, although you can 
make a ton at the arcades, not all 
of us want to play Fatal Fury and 
World Heroes until our fingers 
bleed. You’ve got fighter of the 
year with Samurai, so put the 
blood back in and give it a rest. 
We're starving out here! 

Thanks for the letters all you 
hopeful Geo owners, censorship 
must be stopped!! 

Dear Postmeister, 

First, I would like to really thank 
you and your colleagues for bring- 
ing out the baddest, coolest, most 
informative magazine to ever come 
out. As a Game Fan video game mag- 
azine reader, I look for statistics, 
great pictures and extremely exten- 
sive coverage of the Japanese video 
game market. Although you seem 
a bit biased (you praise Sega at every 
turn), you guys are the best in the 
industry. 

Now, for the questions. What is the 
thing with the 32 Hudson machine? 
Can you give me some pix, specifi- 
cations and some news on its soft- 
ware? Also, could you please show 
me the actual pix of those Super 
CD Arcade Card games? You cov- 
ered this technological breakthrough 
in your last issue (what is Warriors 
of Fate, anyway?). Please, more 
details! 

What’s up with TTI? Why are they 
bringing rubbish here? As a hard- 
core RPG fan, I would like to see 
TTI bring out all Far East of Eden(s), 
Ys IV, Record of Lodess War, Angel's 
Poem II, Legend of Xanadu, Snatcher, 
Magicoal, all Burai(s), Monster Maker, 
Emerald Dragon, all Xak(s) and PD3 
here. The Digital Comic format 
should be introduced here, espe- 
cially Patlabor. Konami games 


should also appear here. 

How can anyone like Time Killers? 
The point of games is to have fun, 
not to watch others’ heads being 
chopped off I If people want violence, 
they can watch that on TV. I am not 
anti-violence, because I believe that 
it can be shown if, and only if, the 
game has good game play (like 
Samurai Shodown and Snatcher). 
Mortal Kombat is not that great of 
a game and people should really not 
rate games on the amount of blood 
it shows. 

Lastly, I would really like Square, 
Enix and Capcom to start making 
PC-Engine games. Imagine the entire 
Final Fantasy and Dragon Quest 
Sagas all on one CD! Imagine 
Capcom making Super Street Fighter 
II on the arcade card! Don’t you agree 
that it would be cool? 

Thanks, 

Raymond Pat 
Santa Rosa, CA 

Dear Raymond, 

Hudson’s new 32-bit super sys- 
tem, the Ironman, is set for a 
March release in Japan, where the 
PC-Engine CD is still going strong 
due to the new 16 meg upgrade, 
the upcoming Dracula X and sev- 
eral popular fighting games. 
Meanwhile here in the states, the 
existence of any NEC consoles is 
rapidly coming to an end. TTI sim- 
ply has not received the coopera- 
tion from Japan that they needed, 
thus the Ironman is not scheduled 
for a U.S. release. Don’t look for 
any of the titles you listed either. 
In fact, chances are that, by ‘94, 
there will be next to nothing 
released for the Turbo-Duo. It’s 
always sad when a system dies 
but in this case there’s really no 
reason to mourn. If you’ve got a 
telephone, you can order import 
games from several mail-order 
co.’s for your Duo and, if you 
want an Ironman, I’m sure that 
they will be available here as well. 
If you’re into RPGs however, well, 
you’re sorta out of luck. None of 
the games you mentioned are 
scheduled and, as for Square, 
Enix and Capcom, well, they have 
all three recently announced they 
will begin producing Sega titles. 


So, the chance of a PC-Engine 
affiliation is next to impossible. 
Sorry, chief. Time Killers is a 
major log of a fighting game 
which is kind of a gross attempt to 
exploit the whole blood thing that 
MK started. Shame on them. ..you 
want me to kick the crap out of 
’em? Finally, for some info, on the 
Iron Man system (we’ll have an in- 
depth very soon), check out Issue 
11, Other Stuff. Thanks for writing 
and remember, it’s almost Jaguar 
time. 

Yo Postmeister, 

Recently, I noticed a disturbing trend 
in the American gaming industry; 
a serious lack of RPG games. Is it 
just me, or do the fat cats at the 
American publishing houses think 
that all “we” want is shooters, action 
and fighting games? I’m just a wee- 
bit fed up with SF2 clones, Mario 
clones and senseless destruction. 
Now, don’t get me wrong, I like my 
fair share of mindless destruction 
of hordes of Kamikaze enemies, but 
this is getting to be a habit! Now, I 
bought a Sega CD when it hit the 
shelves...big mistake. You see, I went 
by what games were available in 
Japan at the time, but I end up with 
such gems as Marky Mark, INXS, 
Criss Cross (if I spelled CC wrong, 
they can sue me), Sewer Shark, 
Wonder Dog, Black Hole Assault 
(which, by the way, has the most 
pathetic cinema scenes that I have 
endured) and, best of all, Sega’s, 
hey, Bob the janitor can program 
today!, Batman Returns! Man, I 
shoulda kept my Duo! I’ll end my 
bitchin' with a question. Are we ever 
gonna see Cosmic Stories or 3X3 
Eyes over here in this wonderful, 
clean and holier-than-thou nation? 
So, until next time, run over 
Nintendo’s and Sega’s Presidents 
and mail me the pictures. 



The Bionic Gamer 

Sardis, OH envelope art! 

- Postmeister 


Dear Bionic Gamer, 

Welcome to the struggle. Those 
fat cat, ex-toaster salesmen are 

( cont .) 




AGE 8-ADULT 


Get On A Fa$t Track. 


it’s ths biggest business 
k Dinosaur Park. 
And you’re running 


Launch your computer savvy career with the latest and 
best in creative, easy to use software. Start with MECC and 
DinoPark Tycoon on the November 20th Planet Kidz. 

For more information call 800-685-MECC 

Tune in Saturdays at 4:30 (ef) on CNBC for 
news about all the radical new computer games 
and top computer tips. We'll show you the 
smart strategies that make you computer sharp 
and even some to build your first fortune. Watch 
Planet Kidz for the latest in fun, food and fashion. 


making all the wrong decisions for Noooo wwwaaay! The bonehead Dear Betty, 
us and, worse, they actually think special interest groups would be 

that they’re right! The problem is on CNN claiming the end of the Mom!!! You’re awesome! I here 
that most companies are still world. I'm off in my postal ya. Do you think the high-ups at 

catering to the 8-10 year old 4x4 Nintendo go outside? I wondei if 

gamer who they, number one, far they have TVs, or live in real 

underestimate and, two, think buy Dear Postmeister, American neighborhoods. Sadly, I 

the most software. The reason 15- think not, talk about out of touch! 

40 year old gamers don't buy One of the failures of the SNES is They make Disney look like 

more games is because they are its changes to the original Mortal Mother Theresa. Those Parents 
mostly made for young children. Kombat game. Who makes the deci- Guide to Video Games are a joke. 
Fact is that most of us (10 year sions on the limitations of violence Nintendo acts as if they know 
olds included) would buy a lot in video games? Some groups claim your kids (and acts as if they are 
more games if they were more that children exposed to violent really naive and misguided). How 
serious (such as RPGs and games and television become more about MTV, HBO, Geraldo Rivera 
uncensored games like Mortal violent in their play and more tol- (what a freak show) and the rest 

Kombat). I don't know about erant of violence in others. What a of the real world how about the 

them, but my 10 year old cousin bunch of baloney! I meet the nicest freakin’ news!, talk about carnage! 

loves MK. He thinks the blood is people at arcade places and the scary Will Nintendo go after them too? 

funny and cool and he is very ones behind dark alleys, not watch- Or will we simply watch our chil- 

aware that it’s just a game, ing television nor playing SF2. dren and teach them right from 

Today’s kids are smart, but the Suppressing the distribution of wrong ourselves? The only people 

game co.’s think they’re all a Mortal Kombat by parents would who will benefit from Nintendo's 

bunch of Beaver Cleavers, a kid be a big mistake. The graphic images censorship will be the other game 

that wouldn’t make it ten feet of blood and gore in Mortal Kombat companies as they go flying 

down the road in 1993. So, how do was part of the entertainment pack- by.. .in the real world! Thanks for 

we wake them up? We’ll write age. When Nintendo took that out, the letter, very intelligent. ..any 

them letters, call and, finally, don’t what was left was a happy Sega of daughters? 

buy censored games. When the America who agreed to leave the 

cash starts dwindling, these types original game alone with a new MA- 

run for the hillsL.Let’s chase ’em!! 13 rating system. If Nintendo was 

As for the Sega CD, well I think willing to sacrifice some revenue 

Wonder Dog and Batman Returns to make the parents happy, they 

(especially Wonder Dog) are shouldn’t have signed Acclaim in 

excellent games, but you’re right, the first place because, now, those 

there is way too much junk out die hard MK arcade players will be P S . The envelope art starts next month! 

there. Who do you think the dufus left disappointed. Nintendo is obvi- So draw! 

is that sunk big cash into these ously try ing to please both sides and 

lamer than lame, make your own, it's causing a commotion. What lures 

no talent, top-ten, bubble gum children to martial arts games will 

music video games. ...it's the ex- indeed repel many parents. Nintendo 


toaster salesman, brainstorming 
with the overpaid, non-gamer mar- 
keting dept.! The Sega CD is 
quickly becoming a relic ( besides 
Silpheed, Sonic and a handful of 
others there ain’t much there, and 
who’s got another year to wait?). 
As for the Duo, well, it already Is a 
relic. But look at the quality 
Genesis carts like Gunstar Heroes 
that are just coming out, (and wait 
till you see Sonic 3, oh my) the 
Genesis has been around long 
enough for the programmers to 
really figure it out. Companies like 
Core, Sonic Team, Treasure and 
Capcom just to name a few will 
never let you down, and next year 
the SNES is going to knock your 
socks of. Or just wait and buy a 
3DO (it's brilliant), but it's S700 
and only a couple of games are 
available. Stay tuned to GF for 
monthly updates on that situation. 
Oh-ya, 3x3 eyes come to the US? 


is producing brochures called 
‘ Parents’ Guide to Video Games’’ 
that will be available later this month. 
I think the parents can decide for 
themselves on the appropriateness 
of video games for their children. By 
selling mortal Kombat and pass- 
ing out the brochures, the big ’N’ 
is a bunch of hypocrites. If one is so 
concerned about the violence in 
video games, one should not even 
consider selling Mortal Kombat. 
To me, Nintendo is nothing more 
than a greedy, hypocritical, kiss-butt 
corporation. Maybe next time they 
can make Blanka' bite squirt out 
“sweat” in stead of the, oh 
my goodness, horrifying, 
realistic blood. What do 
you think, Postmeister? 

Respectfully Yours, A 

Betty Nguyen 9L ™ 

San Jose, CA 
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Enter the dark world of the Kilrathi, where men c 
treated like animals. Only you can save the human 


AS YOU KNOW. AMERICAN 
RELEASE DATES CHANGE 
FREQUENTLY. THIS IS THE 
LATEST SCHEDULE AVAIL- 
ABLE DIRECT FROM THE 
COMPANIES REPRESENTED. 
WE WILL INFORM YOU OF 
ANY CHANGES. 


Movie-like scenes, incredible scaling, a hot audio track 
and great animation take you to new levels! 


GENESIS 


SUPER NES 
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Race Drivin’ 
Beauty /Beait 
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The evil kilrathi are back with a vengence. I 

It's your job to settle the score once and for all! 
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New attack ships and weaponry are included with 1 
a new flight interface that makes it easier for novices! 1 
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This is first-person. 


you've never 

experienced 

before. 


If the movie shook you, Jurassic Park 
for the Super NES will rip you apart. 
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Nintendo 


If you thought the movie was hot... 
Wait until the razor-sharp intensity of 
full-motion 3-D graphics gets a hold 
of you! 


Hey Dr. Grant! Never underestimate 
your opponent... Especially when 
he's 20 feet tall and weighs over 
seven tons. 
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Available on 
GENESIS & 
GAME GEAR ! 


r lhe race 
track at a 
blistering 
220 mph! And it's 
speed you can hear 
and feel! Race against 
the real pros of Formula 
One World Championship on 12 
real tracks — from Monte Carlo 
to Australia. Or go head-to-head 
against a friend in split-screen action. 
You can even customize your machine 
right down to the tire design and air foil! 


Sold and distributed in Americu exclusively by 

FORMULA ONE: An Official Product at tire FIA Formula One World 
Championship. Licensed by FOCA to Fuji Television Network Inc. This game 
is related to the 1993 Formula 1 season. SEGA. GENESIS and GAME GEAR are 
trademarks ol Sega Enterprises, Ltd. <’1993 Oomark Group Ltd. All rights reserved. 

Screen displays shown are from Sega Genesis version. 


